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IMMEDIATE SATISFACTION Gnd GAMER’S FAVORITE JUNKYARD 
REASONABLE RATES n WEEKENDS, NIGHTS & HOLIDAYS 


We Built Our Reputation On Quality! 
Serving the Community Since 1859 


“yg” As Hoigle, you make Moigle mad, sad, afraid or 
happy to advance in the game. 


e BATTLE THE EVIL BARON MALODOROUS 
otop his evil kittens from taking over the junkyard. 


SW ° PLAY GAMES & SOLVE PUZZLES 
» Accumulate points by playing games with Moigle. 
Points can later be exchanged for favors. 


~€ © REAL ARTIFICIAL INTELLIGENCE 
Watch the Floigan Brothers learn from their mistakes. 


(s00) 550-4222 


Visit us on the “World Wide Web” @ sega.com/floiganbros 


THE FLOIGAN BROTHERS w ° 


Junkyards 949 


BROTHERS 


We Work “SUCCESS THRU TEAMWORK” 
IS OUR MOTTO 


te 


CONTRACTOR 
#10969 


INSURED PL/PD 


Family-owned 
and Operated 
with Pride! 


Moigle and Hoigle Floigan 


Our owners and proprietors 


Sega is registered in the U.S. Patent and Trademark offices. Sega, Dreamcast, the Dreamcast logo, The Floigan Brothers and The Floigan Brothers logo are 
trademarks or registered trademarks of the Sega Coporation. © SEGA CORPORATION, 2001. All Rights Reserved. www.sega.com 


MOIGLE’S SECRET PROJECTim 


brings you everything 


you need—every Ss 


Subscribe and you 
get a whole year for 


What else do 
you want! 


A girlfriend? 


But really, we're 2 iii 
better at games. ) | 


Environmentally Speaking 


Kids F.A.C.E. (Kids For a Clean Envi- 
ronment) has been encouraging 
support for a better environ- 
ment—locally and world- 
wide—for more than 10 
years, and is now the world’s 
largest youth environmental 
organization. Its most recent 
endeavor is the Earth Odyssey 
program, which explains how 
you can improve your com- 
munity’s habitat, air quality, 
and land manage- 
ment. To learn 
more about this 
invigorating pro- 
gram or how 

to open a Kids 
F.A.C.E. chapter in 
your school, visit 
www.kidsface.org. 
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New “Agent Technology” allows for 500 wy Experience battles firsthand - control 


generals and give orders at the squad level! 


—— rs 30 new stages! Besiege castle walls, battle 
Devastating new Elemental Attacks aboard moving ships, and stampede across 
including tornadoes, lightening strikes, and open plains! 

meteor showers! 


soldiers on screen - 5x more than the 


New weapons, tactics, and troops including 
Elephant Cavalry! 


Visit www.esrb.org 
7) or call 1-800-771-3772 
www.koeigames.com EY for more info. 
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™ When car shopping, some people will tell you to look for safety. Whatever. It’s all 
about the options, baby! Like, for example, air conditioning. And koopa shells. 


ss SUPER CIRCUIT :: And lightning blasts on command. Introducing Mario Kart™: Super Circuit™ for 
s" 


Game Boy® Advance, a no-holds-barred race with all your favorite characters and over 
20 new tracks. And with 4-player action off one game pak, say goodbye to those annoying backseat drivers. LIFE ADVANCED." 
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»--- Burn rubber in 9 elite vehicles from the world’s premier car manufacturers or design, build, and race a supercar of your own creation. 


»--- Go for victory in full-throttle, single-player and two-player, head-to-head racing, featuring in-car and multiple-angle chase perspectives. 


»--- Race the streets in 23 interactive courses, all with alternate routes and shortcuts, in 7 cities, from London to Los Angeles and Rome. 


CUSTOMIZE 
YOUR Own 


SUPERCAR 
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performance. , 
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STREET CHALLENGE: 


Saleen” Se nie Callaway™ Fioravanti™ Vision Industries” Bertone™ Rinspeed” Pontiac™ 
Ss?" M220" Ci2™ Fioo™ CTEK K/2”" Pickster™ E-Go Rocket™ | Concept GTO” 


entertainment 


Ey PlayStation. 


ACTIVISION. 


© 2001 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activision is a registered trademark and Supercar Street Challenge is a trademark of Activision, Inc. and its affiliates. All rights reserved. activision.com 
Approved and licensed product of Group Lotus Limited. The Lotus Concept Vehicle M220 and the Lotus Round Device are trademarks owned by Group Lotus PLC. Pontiac and GTO Emblems and Body Design are Trademarks of General Motors 
Design Center used under license to Activision, Inc. The Saleen $7 and the Saleen logos are trademarks of Saleen Inc. Licensed for play on the PlayStation’2 computer entertainment systems with the NTSC U/C designation only. “PlayStation” 
and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. The ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks and trade names are the 
property of their respective owners. 
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The WWE and THQ are preparing to 
layeth the smacketh down on the Play- 
Station 2 and Xbox. Here's the inside 

scoop on WWF SmackDown: Just Bring 
It (PS2) and WWF Raw Is War (Xbox). 


42 Shooting for the Stars 


Just when you thought the evil Empire 
would prevail, here comes LucasArts 
with new Star Wars adventures for the 
GameCube and Xbox. Take a hands- 
on ride with Star Wars Rogue Leader: 
Rogue Squadron II (GameCube), 
and then investigate the inner 
workings of Obi-Wan (Xbox), 

Star Wars Starfighter: 
Special Edition (Xbox), 
and Star Wars Galactic 


. Battlegrounds (PC). y - ) : 
fed i‘ = - > 
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7 (PlayStation 2) 
ay Zombie zapping and monster mauling are just 
another day on the job for Chris Redfield, but 
for you Resident Evil can be a journey through 
terror. Here’s how to accompany Chris to the 
end of the game. 


(PlayStation 2) 


wey The Driver's Edge steers you through the twiste ‘turns 


sess of TMB to find all the special cars and hidden tracks. 


Use these codes and cheats, and Gran Turismo 3 A-spec(PS2), Metal Gear ~ 


Solid 2 demo (PS2), Twisted Metal: Black (PS2), NBA Street (PS2), and 
Ready 2 Rumble Boxing (Game Boy Advance) will never be the same. 
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It you need to escape the daily grind, come to Best Buy. You'll find tons of BEST 
games and you can play all you want. Which beats working through lunch. BUY 


TurnOnthe Fun 
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SNEAK PREVIEWS & PROREVIEWS 


74 Sneak Previews 
Tony Hawk’s Pro Skater 3 (PS2, PlayStation), Devil May Cry (PS2), Capcom vs. SNK 2 (PS2), 
Grand Theft Auto III (PS2), Cel Damage (Xbox), and many more! 
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48 You can save the world in Tom Clancy’s Ghost Recon and Global 
Operations or destroy it in MechCommander 2, Arcanum, and 
Independence War 2: Edge of Chaos. 


HOT at THE ARCADES 


Tekken 4 is coming at you with a fresh starting lineup—along with 
super-charged graphics that are being developed on Namco’s System 


246 hardware. a da = 
‘ekken 4! Page 60. 


6 Ks The GBA struts its stuff with Mario Kart: Super Circuit and Advance 
Wars. But look what's coming: Sonic the Hedgehog Advance, Batman: 
Vengeance, Ecks vs. Sever, and Jurassic Park Ill: Park Builder. 


199 Madden NFL 2002 (PS2, PlayStation, N64) and NFL GameDay 2002 
(PlayStation) mean that football season is here. But don’t miss NHL 
2002, ESPN X Games Skateboarding, or Le Mans 24 Hours (all PS2). 


Ro te-PLayer’s REALM 


1 32 Final Fantasy X (PS2) is making its Japanese debut. But until it shows 
here, you'll have to be content to ponder Dragon Warrior VII (Play- 
Station), Tales of Destiny 2 (PlayStation), and Elder Scrolls Ill (Xbox). 
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The Empire strikes again. 
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Mortal Kombat. ..5? 


22 Arr ArTacns 


. Beauty is in the eye of the beholder. 


214 QBS 
Game Boy Advance growing pains 


26 PRONews 


Now how much would you pay for a PS2? 


98 PlaySmart 


More info for discerning readers... 
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| Games 
| Go to GamePro.com for reviews 
and previews of all the hottest 


Game Finder (continued) 


Star Wars Racer Revenge: Racer Il.... 
Star Wars Rogue Leader: 

Rogue Squadron II 

Star Wars Starfighter: 

Special Edition 

Star Wars Super Bombad Racing .... 
Stretch Panic 

Supercar Street Challenge 

Super Monkey Ball 

Syphon Filter 3 


Tales of Destiny 2 


Test Drive Off-Road: Wide Open .... 
Time Crisis Il 

TimeSplitters 2 

T.J. Lavin’s Ultimate BMX 

Tokyo Xtreme Racer Zero 

Tom Clancy’s Ghost Recon 

Tony Hawk’s Pro Skater 2X 

Tony Hawk’s Pro Skater 3 

Top Gun: Combat Zones 

Twisted Metal: Black 


Warjetz (PlayStation) 
Warjetz (PlayStation 2) 
World’s Scariest Police Chases 
WWE Raw Is War 


games for the PlayStation 2, 


- Dreamcast, N64, PlayStation, 
- and PC. Enter contests to win 


awesome prizes, find the latest 


_ cheats, print out strategies, and 
_ chat with a different GamePro 


everyday. 

This Month 

* Baldur's Gate (PS2) 
* Time Crisis II (PS2) 


° Breath of Fire | 
(Game Boy Advance) 


| © Mat Hoffman’s Pro BMX 


_ (Game Boy Advance) 
¢ Spider-Man 2 (PlayStation) 
Entertainment 


Check out the entertainment 
channel for reviews of newly 


released movies, comics, anime, 


toys, and all the latest DVDs. Be 
sure to check out New Comics 
Day every Friday. 


This Month 
¢ Anime—Gundam 0083 


-¢ In Theaters—Hearts in 


Atlantis 
¢ In Theaters—The New Guy 


_ + Anime—Hakkenden 
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AMES WITH CHARACTER 


A STORY BEYOND TIME. 
AN ADVENTURE BEYOND BELIEF. 


3]u8 Jayndwiog GqUoyeysholg ayy uo hoyd auiod 


wayshs juawu 


Violence 


Next Gen 


Action with over 


500 animated Batman moves 


Next GeN Gear including 10 devices like remote charges 
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ext Gen Combat with intense martial arts combos 
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Of Codes and Rogues 


This issue, introductions are in order: 

First off, GamePro invites you to 
step into Code Vault—a secret sanc- 
tuary where all codes, passwords, and 
cheats are now stored at GamePro. 
The Code Vault section replaces our 
S.W.A.T.Pro section in the mag. 

Second off, look for GamePro Code 
Vault on newsstands (hence the sec- 
tion name-change). Our new bimonthly 
magazine will always have the best 
codes and cheats (both new and retro) 
your hard-earned money can buy. 

Thirdly, it’s time to get better 
acquainted with the GameCube — 
through an awesome gameplaying 
experience called...Star Wars Rogue 
Leader: Rogue Squadron II! 

Our special feature this issue doc- 
uments a recent visit to LucasArts 
HO where Uncle Dust, Air Hendrix, 
and Extreme Ahab put Rogue through 
its paces—and were simply blown 
out of their collective socks. Even this 
preview build served notice that Star 
Wars fans and gamers alike can pre- 
pare for extreme visual details and 
gorgeous graphics like they’ve never 
seen before. In the famous Death Star 
trench run, TIE fighters will suddenly 
appear...behind you! So what? Just 
slam on the brakes, let them zoom 
by, and then blast ’em into oblivion. 
On frozen Hoth, as you fly an A- 
Wing over a battlefield teeming with 
hundreds of rebels, Stormtroopers, 
and blitzkrieging AT-ATs, your craft 
will cast a constantly moving shadow 
on the snow as it soars above. And 
take a closer look at those teeny-tiny 
rebel soldiers—not only is each one 
moving with stunning realism, but 
each is also garbed in immaculately 
detailed, New Republic—issue snow- 
coats and goggles. 

Whether it’s the latest codes or 
the hottest innovations in software, 
GamePro is here to introduce you to 
the brave new world of video games. 


The GamePros 
San Francisco, CA 
letters @gamepro.com 
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ve been reading rumors 
about the upcoming 
Mortal Kombat 5. 
Supposedly, it is 
going to hit all 
three next-gen 
systems. | read that Mid- 
way confirmed the game 
for 2002, and | was won- 
dering if you folks at 
GamePro knew anything 
about this. Also, MK5 was 
supposed to be playable 
at E°...was it? 


» Smash Adams 007- 
Via internet 


Well, it would seem that Midway 
will not be calling the game Mortal Kombat ‘'5,” for one. 
The E? press release merely states that it’s a new Mortal 
Kombat game, and the company plans to lose the num- 

ber so as to start semi-fresh. Unfortunately, that press 
release was the only thing Midway released at E’—no 

playable, no game footage, just a little video teaser that 

didn’t even show gameplay. And all three systems haven't 
been confirmed—so far, it’s Xbox and GameCube, leav- 
ing the PlayStation 2 a mystery as of yet. Moreover, be- 

cause Midway canned its arcade division, there won't be 
a coin-op version at all. It’s worth noting that Ed Boon 
likes to post the occasional MK tease on his personal 
Web site, www.noob.com. 


Hi, my name’s Angel, and for a long time now, I’ve 
been into video games, anime, et cetera. I’ve started 
to develop my own anime/video-game story ideas, 
even copyrighting them. | was wondering if there 
was any way | could send them somewhere to have 
them created. 


b> Angelyca Jackson-Via Internet 


Your best bet is to produce them yourself with some of 
the tools at hand. If you can learn a programming language 
like C++, great, but less technical avenues exist, like the 
PC programs DIV Games Studio (www.divgames.com/) 
or The Games Factory (www.clickteam.com/index. 
php3?page=8), which can also help you realize your 
dreams. Check out those apps as good starting points. 
Most major companies do not seek unsolicited game 
ideas (and will, in fact, reject them outright for legal 
reasons), so you’re kind of on your own when it comes 
to making your game ideas a reality. 


My friend Mark says that Nintendo is launching a 
game console called the Dolphin. But when !| read 
GamePro, you said Nintendo was launching the 
GameCube. | asked Mark about it, and he said the 


20 


GameCube was the Game 
fies, Advance. So is Nin- 
tendo launching 


QP = the Dolphin or the 
wi 2 GameCube? 


@ 7 > Justin Drock—Urbana, IL 


~~ 


Your friend Mark doesn’t 
read GamePro—or very 
much else—does he? The 
Dolphin was Nintendo's 
code name for the Game- 
Cube before giving it an of- 
ficial title...but that switch 
took place, oh, about 
( ayear ago. The Game 
Boy Advance is the 
Game Boy Advance, 
" and because 


gow \ax—~g- ad it’s not cube- 


shaped, you’d think Mark would’ve figured 


that one out. However, it sounds like you 
can unload your old Saturn on Mark by 
telling him it’s a Dreamcast. After that, it'd 
be awful nice if you bought him a gift sub- 
scription to GamePro so he’ll know what the 
heck he’s talking about. 


When the PlayStation 2 came out, | thought it would 
be a great system—and don’t get me wrong, it is— 
but all the sequels for the first PlayStation are start- 
ing to show up as PS2 titles. WWF SmackDown 3, 
Driver 3, Final Fantasy X-—those are great games, 
but I'm disappointed they won't be out for the origi- 
nal PlayStation. I’m wondering why not. 


» Mark—Grafton, WI 


You're not the Mark mentioned in the letter above are 
you? Hope not. Since you left off your last name, though, 
it’s a little suspicious. Yet fear not, for all is not lost for 
PlayStation sequels—you still have Tony Hawk’s Pro 
Skater 3 and Syphon Filter 3 coming out for the 32-bit 
platform. Yeah, it’s a drag that original PlayStation game 
development will slowly dry up the way Nintendo 64 
support did, but can you really blame developers for 
wanting to take advantage of more powerful hardware? 
It’s just evolution at work. 


I've read that Nintendo will have a version of its 
GameCube equipped with a DVD player. Is this true? 
>» Blobby1155—-Via Internet 


Close. Panasonic is going to make a DVD GameCube 
for the Japanese market. The prototype was shown at E? 
(it’s shiny and silver), so you might see some photos, too. 
Whether or not that model will be available in America 
remains to be seen. In Japan, because both the PS2 and 
Xbox will be DVD capable, a DVD GameCube levels 
the playing field somewhat. 
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My all-time favorite movie is the 
The Wizard starring Fred Savage 
(1989). It’s a great film about a 
troubled boy, and it shows many | 
of the classic games from the | 
1980s that | grew up with. | was | 
wondering if any of the Game- 
Pro editors have seen it. If not, | 
recommend it! 


» American Cheese—Via Internet 


Yeah. That movie sucked. 


A few days ago, | realized that my eight-year-old 
cousin and his friends had never heard of Atari. They 
own newer game systems like the PlayStation and 
the Dreamcast. Couldn’t these new systems feature 
a few exact copies of good-old-games like Pitfall 
and the original Final Fantasy for the NES? It pains 
me to see gamers who don’t appreciate the history 
of great games because they haven’t seen or heard 
of the older systems. | know developers try to push 
forward, but they should also show the newbies 
where they began pushing from. 

> Chris Servais—Ontario, Canada 


To paraphrase the old cliché about horses, you can lead 
a gamer to history, but can you make him think? There 
are tons of classic games available either as straight-up 
re-issues (like Namco’s Museum series) or as hidden 
games within updates (the Atari 2600 version of Pitfall is 
hidden within the sequel, Pitfall: The Mayan Adventure). 
Even EA Sports is getting into the act this year, offering 
the classic Genesis-era Madden 1993 as a bonus game 
on the 2002 disc. Just because those old-school delights 
are available, however, doesn’t mean you can force ap- 
preciation for those games down a new gamer’s throat. 
It’s a noble pursuit, and knowing the past can help pre- 
dict the future, but if the re-issues are out there and 
you're still finding clueless folks, whose fault is that? 


four-eyed_dragon@gamepro.com 
brobuzz@gamepro.com 
uncle_dust@gamepro.com 
major_mike@gamepro.com 
danelektro@gamepro.com 
airhendrix@gamepro.com 
jakethesnake@gamepro.com 
star_dingo@gamepro.com 
dr.zombie@gamepro.com 
extreme_ahab@gamepro.com | _ 
tokyo_drifter@gamepro.com 
miss_spell@gamepro.com 


For more letters, 
\ go to gamepro.com! 


This is your magazine, so tell 
us what you'd like to see in it. 
Send your letters to: 
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| wrote a letter to you saying that | heard rumors 
that my Dreamcast could talk (you printed it in the 
April issue). One thing-! did not hear those rumors 
from the supposed “voices in my head;’ | read a 
letter to the editor in another gaming magazine, 
Expert Gamer, that said if you owned your Dream- 
cast for long enough, it would talk to you. So the 
people at the other magazine are the ones with 
voices in their heads. 

>» Scott Baker—-Mammoth Lakes, CA 


PS: Why is it that you do not do a “Top 10 
Games in America” list? You goobers! 


Wait a sec, let’s get this straight: We goofed on you for 
a letter that you now say you weren’t even clever enough 
to write yourself? You stole your letter from another 
magazine, so you deserve all you got. And we do have a 
Top |0 games list in every issue, you goober—it’s been 
in ProNews since January 1999. That’s two and a half 
years now. Where have you been? Oh yeah—busy 
stealing letters from Expert Gamer. 


y ~ jo FS / : = 


We cannot publish all letters and 
e-mail messages, and we cannot 

send personal replies to all your 
letters or e-mail (though we try). 
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All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. 
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NEED A LIFELINE?... 


With hundreds of questions on a variety of cool topics...it’s the Millionaire game 
where you gotta be a kid to win. Hits stores everywhere in September!* 


EVERYONE *Release dates shown are of a product in development and may be subject to change. 
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Windows 95/98/Me & Macintosh 


IWTERACIVE «Sees Check it out at www.millionairekidsgame.com 


Game Boy Advance. 


& As the Watch Dog braces for the flood of consumer questions sure to 
arise from the launch of two new consoles during the next few months, 


he answers hard questions about another recently released system: the 


| purchased a Game Boy Advance, but after 


on it, I’ve noticed some problems. One is the 


playing some of my old Game Boy games 


darker appearance of GBC games (which isn’t too 
bad). Another is that the Select and Start buttons 
are farther away from your right hand. For some 
Game Boy and Game 
Boy Color games, such 
as Mortal Kombat, it’s 
harder to press these 
buttons while your left 
hand is on the direc- 
tional pad. Also, as | was 
playing Mortal Kombat 
4, | realized that speech 
is much harder to hear. 
Whenever Shao Kahn 
talks, a shriek-like sound 
makes his voice indistinct. 
JUSTIN REMMICK—VIA INTERNET 


Nintendo’s Web site reads: “Due to the 

higher-quality sound system design used 
on the Game Boy Advance, some older games 
may have sound problems when played on the 
system. The game is still fully playable.” 


The Watch Dog adds: That answers part of your 
question. As for moving the Start and Select 
buttons, that’s unfortunate, and you'd have thought 
that Nintendo would’ve kept them in a similar 
position on the GBA for the reason you men- 
tioned. But few games use those buttons for fast- 
paced gameplay (MK4 was not made by Nintendo), 
and at least those two buttons are still close to 
one of your thumbs. 


As for GBC games looking darker on the GBA, 
opinions varied among GamePro’s editors on 
whether MK4 looked darker or not (both GBA 
and GBC use the same type of reflective LCD 
screen). Many people have said that the GBA 
screen is darker than they expected, but the 


bo Web site 


states: “If you are 

able to start and play 

a game with your 
- Game Boy Advance, 


it is working prop- 
erly, even if the 
screen display 
seems a bit 
darker than 
4 \ expected.” 


Does Mortal Kombat 4’s Shao Kahn 
lose his golden voice on the Game 
Boy Advance? 


However, that doesn’t necessarily rule out a com- 
patibility issue if the screen is darker. 


Even though Game Boy and Game Boy Color 
games are supposed to be totally compatible 
with the GBA, while nosing through the cus- 
tomer service portion of Nintendo’s Web site, 
teeta! §the VVatch Dog found that not all of 
~ them are: “A few older Game Boy 
games may not function properly 
on the Game Boy Advance, causing 
display or sound problems.” If MK4 
really is darker on the GBA, this 
could explain why. A related note 
on the Web site reads: “Because of 
differences between the Game Boy 
Advance and other Game Boy sys- 
tems, a few two-player games may 
not work properly.’ So besides sound 
and display problems, gamers should be on the 
lookout for problems with two-player Game Boy 
or GBC games on the GBA. 


As Sony found out with the PlayStation and Play- 
Station 2—and Nintendo is finding out with the 
GBC and GBA—the words “totally” and “com- 
patible” can’t be used together with certainty. 
Still, Nintendo shouldn’t be overly scolded for 
relatively minor bugs with old games on the 
GBA, especially third-party games. And at least 
Nintendo has acknowledged the problems on 
its Web site. But the big N should still find out 
which games aren’t 100-percent compatible with 
the GBA—as Sony did for the PS2—and make 
that list known, especially for games that are still 
on sale. This way, consumers would be able to 
make informed decisions on whether they want 
to buy an old GBC game even if it won't work 
exactly as it should on their new GBA. 


included versions of Time Crisis: Project Titan 
and Point Blank 3 with a small sticker on the 


It seems that every time | go to a video- 
game store, | see the Namco GunCon— 


box that says, “Not for sale in California.” What's 
up with that? Is there some sort of law that pro- 
hibits Californians from buying the GunCon? 
SON GOKOU 3:16—VIA INTERNET 


The Watch Dog responds: In January, a 

California law went into effect that pro- 
hibits the sale of toy guns in the state unless 
they're colored neon green or neon orange. The 


law’s intent is to prevent police from 
accidentally shooting 
children who are playing 
with toys that look like 
real weapons. Because 
most GunCons are gray, 
they can’t be sold in Cali- 
fornia. Namco, however, 
has made a special neon-orange version of the 
GunCon that sells in California for the same price 
as the normal GunCon. 


CD Lens Cleaner for the 
PlayStation and PS2 


The Watch Dog 
usually doesn’t fs 


RA NN, ara 
PLAYSTATION @, PLAY E TATION & PUROIE 
Se or" 


endorse products, 
but here's one 
that might help 
PlayStation and 
PlayStation 2 own- 


_ 


ers frustrated by 


BOY 68) ee CK MIO AD Pee, 
S omnemnennmnamenstianaeemimeneenea ae * 


Sere ] 
2 nemn8 
BLAZE 


The Blaze Laser Clean CD 
lens cleaner could keep 
your P$2 out of the doc- 
tor’s office. 


disc-read errors, 
glitches, and games 
that just don’t work 
(and judging by the 
Watch Dog's stack 
of letters, there are 
plenty of you out there). If you’ve ever called 
Sony about a problem with your system, you 
might know that the service boys always sug- 
gest that you try cleaning the CD lens before 
deciding to send in the console for service. 
The Blaze Laser Clean CD ($9.99) will enable 
you to do this without the hassle of searching 
for a“‘lint-free” cloth—if such a thing exists. 
With this product, you just insert a brush- 
equipped CD cleaner into your system like a 
normal CD, and a software program on the 


disc will automatically spin the drive to clean 
the lens. 


YOU MAKE THE CALL 


Having problems with hardware or software 
from Sony, Nintendo, or Sega? Here are 


the customer service numbers to call: 


Sony: 800/345-7669 
Nintendo: 800/255-3700 
Sega: 800/872-7342 
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MIDWAY 


www.midway.com 


Mild Violence 


PlayStationo2 e 


NHL® Hitz™ © Midway Home Entertainment Inc. All rights reserved. HITZ is a trademark of-Midway Home Entertainment Inc. MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. Used by permission. NHL, the NHL Shield and 
Stanley Cup are registered trademarks of the National Hockey League. All NHL logos and marks and team logos and marks depicted herein are the property of the NHL and the respective teams and may not be reproduced without the prior written consent of NHL 
Enterprises, LP. © 2001 NHL. All rights reserved. © NHLPA. Officially Licensed Product of the NHLPA. NHLPA, National Hockey League Players’ Association and the NHLPA logo are trademarks of the NHLPA and are used under license by Midway Home 


Entertainment, Inc. NINTENDO GAMECUBE is a trademark of Nintendo. © 2001 Nintendo. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logo are either registered trademarks or 
trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. : 


Will the PS2 price drop in Japan foreshadow a U.S. decrease? 
While gamers can—and do—argue at length about game quality, company loyalty, 
and the other factors that go into choosing a new game system, in many cases it 
comes down to one thing: money. And as this fall’s three-console showdown 
looms ever closer, the pricing of each machine will prove increasingly important. 
At E?, Microsoft announced that the Xbox would be priced at $299; a few 


days later, Nintendo countered with GameCube’s $199 price tag. Because the 


PlayStation 2 will celebrate its one-year anniversary this fall, many gamers are 
hoping that (if not expecting) Sony will reduce the price of its system in an effort 
to remain competitive. In Japan, Sony has already reduced the price roughly $25 

from 38,000¥ to 35,000¥. Sony Computer Entertainment America had made 

no announcement at press time regarding a price adjustment for the U.S. market 
(outside of announcing the now-standard 
$329 Gran Turismo 3 bundle, of course), 


but it’s fair to see the announcement in 


NEWS BITS y 


Japan as a favorable sign. 


Game Over for 4 
Midway Coin-Op . 2 


Losing the VVilliams pinball q La 


How far could the price plummet? 
It’s anybody's guess. A $25 reduction 


business was bad encdeht How j would match the Japanese market and may be 


Midway has announced that its the safest fiscal move, but an aggressive $50 drop 


coin-op division has closed its q a vy \ would hit that magic middle ground between the other machines. The $329 GT3 bundle replaced/ 


doors as well. Midway created “3a J J removed the “core unit” package from retail shelves, so re-introducing a PS2 without software at a 


some of the most successful arcade Mie lower price would look like an even better bargain to casual observers. Then again, Sony could decide 
games of all time, including Hydro 


Thunder, NBA Jam, and the Mortal 


Kombat series. The only coin-operated 


not to alter the price in the US., regardless of what’s going on in the Japanese market. After all, this is the machine 
that many people stood in line for hours to buy or that earned outrageous mark-ups paid by desperate holiday 2000 


Groduict shat has shoppers. With demand like that and a larger selection of quality software finally available, does the PS2 need to have 


civived io a WE its price slashed to sell? Sony will ultimately have to weigh the power of a larger installed base against the need 
Touchmaster, ‘| iy to make a faster return on its investment. 
the touch- Meanwhile, the best value in gaming at the moment is arguably the Dreamcast. In August, the price for Sega’s 


screen Monk | io. 3 i online-capable console dipped to $79.99, with many games available for $19.99. Even more surprising, however, is that 


oe retailers like Electronics Boutique and Babbage’s told the Hollywood Reporter that Sega plans to drop the Dreamcast to 


found in 
b i just $49.99 by January. Sega won’t comment on the report, but such a move would make sense as the company sells 
ars. Midway 


will fosus its existing Dreamcast supply and distances itself from the expensive, risky hardware market. 
most ofits. 1% et Check with your local store and GamePro.com to learn the latest on this developing story. 


other ener- 


eae XBOX DELAYED IN JAPAN 


PSO Goes Sub 
When Phantasy Star Online Ver. 2 hits stores 


Microsoft is poised to release the Xbox in America on November 8. And, in Japan, Microsoft is poised to release the 


Xbox...later than that. How much later? “Not too much.” Okay...before the holiday season? Um, maybe. 
this fall, Dreamcast gamers will find new fea- 


gee Rumors of a delay in Japan began as early as March, suggesting that Microsoft would take extra time to tailor 
tures, modes, quests-—and a price tag. Differing y in Jap § Y &8 § or the 


from the original game, online play will cost Xbox’s software to the Japanese market, working with Japanese developers to meet their needs and create a strategy. 


$15 for a three-month subscription. In a state- However, in his speech at the Tokyo Game Show later that month, Bill Gates squashed those rumors personally, 


ment, Sega said the pricing structure was saying, “We've got the Japanese market full-speed ahead on the Xbox.” 


added "to maintain a secure, fair, and exciting But in July, Yoshio Hongo, Microsoft’s public relations manager in Japan, told Reuters that the company plans to 


online gaming environment.” The original ‘“ - 
i / . oo release the Xbox “around the same time of, or not too far behind, the U.S. launch.” Hongo could not, however, 
PSO will still be free to play online. 


Sega@Earthlink.net 
More restructuring for Sega: Subscribers 


confirm whether or not the machine would be available before the crucial holiday season. “We can’t say that clearly.” 


said Hongo. “All we can say is not too far behind the U.S. debut.’ 


who signed up for the company’s SegaNet 


ISP service will find themselves Earthlink ian aa i RE 
subscribers now. SegaNet customers will i 7 


j a payi 19.95 per a . ‘ 7) : " . . 
CORUNUE paying > per Make all the headline jokes you want, but bbi’s forthcoming |2" action figure of Perfect Dark heroine 
part of their original agreement, even 


oe Joanna Dark looks simply awesome. Joanna will actually appear in two versions: in her body armor as seen 
though Earthlink’s monthly fee recently 


here, and also in a leather jumpsuit. Both variants will come with her full complement of weapons. 
increased to $21.95. 


And this is no fashion doll—Joanna will be fully articulated and posable. If bbi’s existing CyGirls line 


of 12" female figures that kick butt is any indication, Joanna Dark should be, well, perfect. 
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Mobile Power One Rechargeable rr | oe 
Battery Pack & 5" Mobile Monitor ieee iets of tN A OG: were sul 


Rating: 4.5 (both) playing Half-Life: Counter-Strike. 


-- ———_CsCSSTATIC 
-— + = i GBA...sSFI GBA... 


oy Advance Nintendo _ = fe : : 
: : sneeeeeereneserrecsneennes See anhieh a Phasneseetien:. a a Dan Elektro says, “It's like Virtua 
InterAct makes good on its promise to transform the PS one ee 

Tennis but with bullets.” Feel free to 


into a mobile gaming unit with this double whammy. The Sed ot , F — - - _Bizard 


lightweight Battery Pack delivers over two hours of con- Sui ie ed cl a ae 


tinuous power—for the both the PS one and Mobile jhe oe slgectasaseerconth sit oe a. , ce . i 209.155.74.91:27015. * Have we men- 


Monitor—on one charge. The only drawback is a slight tioned how funny gamemarks.com is 


hum toward the end of a charge’s lifecycle. The larger 5" Pr Sk F : EN e , me Boy Advance. Activision S 4 lately? * It’s great that Prima picked up 


paeeenaconsee steseneeesssaneoenees crete nenee seaneeenene 


Mobile Monitor is a joy, offering sharp screen quality even B NBA Stree - ‘ ytaton > = EA Sports : _ Steven Kent's The First Quarter for wide- 


TUR OAe eee e ener nnneee ae enevene. Pree teeter irre ys fe. 


under high contrast lighting conditions, easier-to-access 1 : SO spread publication, but it’s lame that it’s re- 


controls, and powerful stereo speakers. moving his clever 25-years/25-cents punny title 


"Game Boy Color Nintendo — 
es The one of an 2 
: " < | © Oracle of Ages Game a Color — Nintendo 
InterAct’s own 4 model. The hefty price 2 Nites shee arr ones — eeceres peeseee naga : seeeee : asave nese: eeeee = seeeee = 


The larger size makes onscreen text and replacing it with the ultra-boring The Ulti- 


readable — it's better than Pelican’s or mate History of Video Games. What, didn’t they 
get the joke? * What You Say?? Some choice 


tag still stops an impulse buy, but 
6 P Y bits from a poorly translated instruction sheet 


InterAct’s mobile solutions are 
for a third-party DDR dance pad: “Please put it 


high-quality keepers.—Dr. Zombie 


OCastlevania: ona flat floor, but not too smooth’; “Do not 

Price: $179.99 (Mobile Monitor) ircle of the Moon _ Game Boy Advance Konami 4 sharp sh sn using it”; 
-ircle : | r sharp shoes wh t”; “Please do not 
and $49.99 (Mobile Power One). Contact: InterAct, | igumummmmnnin tetanic a 
410/785-3083, www.interact-acc.com a : NPD RSIS Video Garies Tracking Senice. © ; oe jump strongly, that may bring troubles to the 


9. 44 


other person”; “High technology product, do 


TOMB RAIDER: THE RIDE = oe dare 


What hell hath Angelina Jolie wrought? Paramount’s Kings Island, an amusement park located near Cincinnati, Ohio, 


attention to keep your feet safety”; and the 
awesomely cryptic “Make sure to pave the 


announced plans to open a ride based on the Tomb Raider feature film sometime in 2002 (a more specific date was not _ cushion." * Anybody else find it weird that no 


available at press time). The attraction will take actual video games were given away as part 


e oli 
"“ "4 the form of an ancient temple (good guess!), be ve- of Taco Bell's big Tomb Raider sweepstakes? * 
RXXYYVA O4 ae hicle-based, and include close scrapes with deadly Nintendo GBA games are $30; third-party 


stalactites and boiling lava. Park officials don’t want to GBA games are $40. Ladies and gentle- 
ruin the surprises in store for riders, so details were men, welcome to the wonderful world 
slight. But Tim Fisher, executive vice president of Para- of Nintendo licensing fees. * Thanks 


mount’s Kings Island, stated in a press release, “This at- for everything and good luck, Jake 


traction will change the face of thrill ride history and be- 
g Y . the Snake. We look forward to 


come one of the greatest adventure rides in the world.” 
many future contests with you 


Fisher presumably made this statement with a straight face. : 
on the GamePro Counter- 
Strike server. * THPS3... 
TAP so. CESS 5. 


THPS3...THPS3... 


Until the ride is complete, park visitors can see film props on 
display, including the movie's six-armed Brahma statue and the 
guardian stone-monkeys. “Ensuring the authenticity of this experi- 
ence is of the utmost importance to us,’ said Fisher. “We want guests 


to feel like real tomb raiders from the moment they enter the attraction.” 
Se 
ae 


SO THIS 


S(T... THE Sem a = so rwar’s \ 
con a | cocaine med WHAT HAPPENED } 
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Rumble Robots Power Cards’ give youthe 
power! Find the level 5 cards you need in 
Power Card" packs (sold separately). The more 

you collect, the greater your power will become. 


© 2001 Trendmasters, Inc. 


“=> www.rumblerobot com 


TAKING OVER 
| ALL SYSTEMS 
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FEATURING BMX’S TOP PROS: 


ESCAMILLA / HOFFMAN | 

Kl MCCOY 
NASTAZIO / ROBINSON 

TABRON / THORNE 


PENNYWISE 

AGENT ORANGE 
BAD BRAINS 

OUTKAST) 


"...the best BMX game on the market.” 


-gamespot.com, May 01 


jt a blast and it lures me back time and time again...” 
-PlayStation Magazine, June 01 
“This is pick-up-and-play at its finest...” 


-Official PlayStation Magazine, May 01 


ROPPING IN THIS FALL 


© 2001 Activision, Inc. and its affiliates. 


All right ed. Published and 
GAME BOY ADVANCE © Dreamcast. Cb 
5 


affiliates. Developed by Runecraft, Ltd. 

Developed by HotGen Studios Limited. 

Activision is a registered trademark and 

Activision 02, Mat Hoffman's Pro BMX GAME BOY 
and Pro BMX are trademarks of Activision, Inc. and 


its affiliates. Mat Hoffman is a trademark of Mat COLOR Pp * 
Hoffman. The ratings icon is a trademark of the ~ * a : 
Interactive Digital Software Association. Licensed by Sony PlayStation 
Computer Entertainment America for use with the 
PlayStation game console. PlayStation and the PlayStation 


logos are registered trademarks of Sony Computer fe 


Entertainment Inc. Licensed by Nintendo. Game Boy Color G 


and Game Boy Advance are trademarks of Nintendo. Alf 


Animated Blood 
Mild Animated Violence rights reserved. Sega, Dreamcast and the Dreamcast logo 
are either registered trademarks or trademarks of Sega 

Corporation. Ail other trademarks and trade names are the 


property of their respective owners. 
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KAWASAKI MOTORS CORP 


SPORTMOTORCYCLES 


www.thg.com 


a tPA 


Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 


(GAMES WITH GHARACTER 


PlayStation. 


WWF GAMES 


lw Ghee 
| 


| EGENDS TELL OF giants that once roamed the earth, towering over mortals and mountains, flexing their 
fi massive power. Today, giants wear spandex—and make mountains of money—towering over each other in the 
_ squared circle of the World Wrestling Federation. This fall, the power will come not from sinew but from silicon— 
ae namely, the PlayStation 2 and Xbox—as THQ brings the WWF up to speed with the latest in gaming technology. 
sm Will the results be the stuff of legend, or just a cautionary tale about new hardware? : 


_ Because some gamers will base their console purchase entirely on which VWWF game theyd rather play, it’s 
_important to note that each title has different core gameplay. “In a nutshell, the SmackDown series on the Play- 
Station has taken an ‘arcade’ or ‘over the top’ feel with respect to gameplay, and this feel will continue with WWF 


! SmackDown: Just Bring It for the PlayStation 2;” says Sanders Keel, THQ’s WWWF producer. ““WWVVF Raw Is War for 
the Xbox, on the other hand, will be taking more of a hardcore simulation feel.’ That “simulation feel” will be familiar 


to fans of the Nintendo 64 WWF titles, such as WWWF No Mercy or WWF Wrestlemania 2000; it means more 
grappling and a pace that’s more deliberate than that of the high-flying SmackDown series. 


SmackDown players will feel quite comfortable making the transition to 
Just Bring It on the PS2 as developer Yuke’s is picking up pretty much 
where it left off with SmackDown 2: Know Your Role. Fan-favorite 
matches like | Quit, Hell in a Cell, and Slobber Knocker will all be avail- 
able for single, tag/tornado tag, Triple Threat, and Fatal 4-Way matches. 

Additionally, big events like Royal Rumble, King of the Ring, and the 
new 6-Man Tag match will be just a few of the planned 70 
match options. All the superstars will have two finishing 

moves apiece, and Keel promises that season mode 


will progress at a quicker rate than before, thanks to 
“hardly noticeable” loading times and easier ways 
to skip CPU matches. The TV-style presenta- 

tion will be boosted, too: Not only will 


Just Bring It can feature up to nine players on the 


WWE SmackDown: Just Bring It is bringing high-flying, 
arcade-style wrestling action to the PlayStation 2. 


managers. 


“le tin Maa TAs Mention 4S graphic 
detail,” says THQ producer Sanders ts 
Keel. “For example, you can read the __ 
‘Sara’ ae es 
taker's neck.” 


Raw’'s action will take place both in 
and out of ring, including 10 beck: 
stage areas. 


Though it's SSM dans Se 
of sah cobemesaeeas: auleaeacasai 


“THQ and its developers are always listening to fan 
screen at once, and will easily handle tag-teams with requests and opinions,” says Sanders Keel. “hs an 
important part of the development process." 
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plot lines be better tailored to the wrestler you choose, but a picture-in-picture 
window will also display relevant goings-on backstage or outside the ring. 
Both the audio and visual elements of Just Bring It are receiving upgrades 
commensurate with the PS2’s power. Fans will finally get their commentary 
wish—Michael Cole, Tazz, and Howard Finkel will all lend their golden throats 
to the proceedings (though the voices were not yet implemented in our pre- 
alpha copy). Visually, the 1500-polygon player models for the 35-plus superstars 
already looked gorgeous, and everything was smooth at 60 frames per second. 
Unfortunately, the lushly rendered 3D grapplers were in stark contrast to the 


low-res 2D crowd—especially when the action spilled out of the ring and _ Action in the ring can and will spill into The federations may all be owned by 


directly into the stands, at which time the flat spectators part to make room. st ipo it's a —_ 4 nr 
“Everything is a trade-off;’ admits Keel. “We wanted to make the superstars — ne 
and the arenas everything that they could be.” 


While already quite fun in its pre-alpha state, Just Bring It raises just one major 
concern so far: It’s a little too familiar. The control scheme felt and the player 
animations looked suspiciously close to those in SmackDown 2—so much so 
that it almost felt like VWWWF SmackDown 2.5. “When we create a new anima- 
tion list, we build upon the existing foundation,” says Keel. “We trim and add 
animations where we feel they should show improvement. With the PS2, we 


have the opportunity to overhaul the look and feel of the superstars.” But will “The Xbox allows our developer, An- 


chor, to maximize its in mo- 
fans find it more than SD2 with a paint job? tion capture and ‘oe a ac ding,” 
: i ae says Keel. 


j 
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For better or worse, the Xbox’s WWF Raw Is War is being built from the ground up, but with an eye to the past. 
The tempo of its grappling gameplay will mimic that of the N64 games, but Raw will also feature a larger Create-a- 
Wrestler mode than No Mercy could offer. As in the new SmackDown, matches can and will spill into the crowd (as 


OY 


well as 10 backstage areas), though in Raw, players can also attack opponents 
as they enter the ring—a WWF gaming first. 

An early version of WWF Raw Is War exhibited 
large, utterly gorgeous player models that boasted 
4500 polygons each, smoothly animated and perform- 
ing in front of a 3D crowd. Character intro sequences— 


se it a 


CONTINUED 
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SUING Charlene 


WWF Raw Is War will offer several 
match types, including King of the 
Ring and Royal Rumbie. 


SmackDown will contain over 70 


matches and modes, including Senge ee as 
ladder, cage, and hardcore matches. “iS FES Wohl Pe Ei 
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the McMahons, but Raw and Smack- 
Down are WWF games. 


Just Bring It will feature a sped-up 
season mode so gamers can get right 
to their own matches. 


The Undertaker's choke-slam will be 
one of several signature moves re- 
created on the Xbox. 


oe ee 
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} such as Undertaker’s motorcycle —looked incredible. 
| The health bars and power meters were still being 
} finalized, but so far, developer Anchor (the folks re- 

sponsible for Ultimate Fighting Championship on the 
Dreamcast) are going for a less-is-more approach—the 
indicators are subtle and don’t take up a lot of screen real-estate. 
And while the Xbox game willalso come with about 35 superstars, Raw Is 
War will display one precious element SmackDown won't: blood. 


Michael Cole and Tazz will provide - 
commentary for SmackDown matches. 


i 4 4 
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/ 
Though the players were gorgeous, what you saw in 
the ring is pretty much what you got. The ringside 
commentary promised in GamePro’s June preview has 
been scrapped, and Raw’s lack of a season mode is 
already drawing harsh criticism from WWF fans. Keel 
says they shouldn't worry. “Play the game, he coun- 
ters. “The most important thing is to make sure we 
get the wrestling action right. Just as in the Smack- 
Down series, expect to see more modes and fea- 
tures as the series progresses. But you'll be very 


pleased with what the game does have.” 
The Xbox makes motion blur effects easier to achieve, 


“Anchor's realistic grappling system coupled with hi- Both games look like they're coming together. expect to 200 plants of Gaus 
res character models and fluid animations will make __ nicely for their fall releases. WWF SmackDown: Just 
this the most realistic WWF game ever,” promises Keel. Bring jt is due mid-October, and WWF Raw Is War 
will follow in November. 
Whether gamers will 
embrace Raw’s no-frills 
and SmackDown's same- 
frills-plus-new-frills ap- 
proaches remains to be 
seen. Like the VWWWF's 
best plot lines, what’s 
professional wrestling 


Team members of Raw developer Even its pre-alpha state, the pace of — without a heaping help- 
Anchor previously worked on UFC for Just Bring It is already satisfyingly fast. ing of controversy? gy ae : , 
the Dreamcast and helped create ani- , One of Just Bring It's PS2 perks will be the addition 


mations for Tekken 1 and 2. of changing facial expressions. 


_ SmackDown will exhibit enhanced TV- —_ Unfortunately, plans have changed in Each Just Bring It character will con- Both Siist Bring It and Raw Is War will 
_. style presentation, swapping angles regards to commentary on the WWF's __ sist of 1500 polygons—500 alone for. » feature full TitanTron entrances for all 
, based on the current action. Xbox debut-there won't be any. the head. r characters. 


‘In cage matches, players can climb to Raw will include The Rock, Stone Cold _— Sorry, online fans: no Internet Smack of 

the top and unload devastating aerial Steve Austin, and Chris Jericho, plus you. Down this time. “When the online ~~ polygons each, Raw Is War's wrestiers 

moves on hapless victims below. can create your own grappler. capabilities advance, so will we,” will easily be the most impressive- 
says Keel. looking yet. 
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RATING PENDING mmm 
. Visit www.esrb.org 


RP or call 1-800-771-3772 


for more info. 


— : ; — CONTENT RATED BY 


DETAILS. DETAICS. 


NUMBER OF BOARD SET-UP 
COMBINATIONS AVAILABLE. 


| NUMBER OF RAMPS ON THE 
|X GAMES STREET COURSE. 


| POINT VALUE FOR GRINDING 
f NUMBER OF = ACROSS A SUBWAY STATION. 


B KICKFLIP a 
|) COMBINATIONS : | NUMBER OF LOCATIONS TO 
: | SKATE AND COMPETE IN. 


action sports event in the world. Ride as one of 8 incredible 
pro riders and choose all of their sponsored gear and 


boards. Progress through nine mind-blowing action/arcade 


ESPN X Games Skateboarding is the first skateboarding 
game for the PlayStation®2 computer entertainment 


system that puts you right in the middle of the largest 


(Ry 


PlayStation.e GAMEBOY ADVANCE 


KONAMI 


NUMBER OF POLYGONS 
NUMBER OF PRO’S YOU CAN PLAY AS. § USED a ne ° 
| RICK MCCRANK, LINCOLN UEDA, KERRY GETZ, COLIN MCKAY, BOB BURNQUIST 
| CHRIS SENN, CHAD FERNANDEZ, CARLOS DE ANDRADE, BOB BURNGUIST § | : 


NUMBER OF ATTENDEES 


ieee AT THE 2000 X GAMES 
; @ TOTAL NUMBER OF : IN SAN FRANCISCO. 
: TUE tRICK ComBiNaTions. - ; 


BRYCE KANIGHTS 


levels from the X Games to the decks of a passenger liner 


with hidden challenges and secret areas. With ESPN X Games 


Games 
- Skatehoarding 


Skateboarding, it’s the details that count. 
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|) ROGUE LEADER: Ht, 


ROGUE SQUADRON 


Fonte ' 


6 FionvER’. - °° 


By Uncle Dust © 


FTER BLOWING THE minds of attendees at E?, LucasArts” Star Wars Rogue Leader: Rogue 
Squadron II continues its impressive march toward the =} of Nintendo’s GameCube. 


id 


GamePro was the first publication to visit developer Factor 5 for a chance to see Rogue Leader's progress 
after E?, and heré’s the good news: The game keeps getting better. From an in- -depth hands-on with the 
three levels at E? to the first look at the ~~ jaw-dropping rendition of the Battle of Hoth, Rogue 
Leader continues to deliver amazing visuals. Using 
actual shots from The Empire Strikes Back to gener- 
ate accurately rendered and lit models, Rogue Leader dogg : 


»Empire Strikes Ba 
gamevare fly COF 


: vt if that wasn’t. impressive vite at end of the game you'll be 
O ‘aed rendered Star’ — and an ayy pt a i all in 


they are well on their way with over 50 TIEs appearing in one of the E? levels. 


In addition to the precise models, which have been in the works for over a 
year now, Factor 5 studied the exact lighting from the films to re-create the 
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th. Each of the Fain . 
feds of polygonal [= ™™™ ae 
scene a solid, : ii Br 
asts reflected in [anh ) =. ) 
A.l. from all par- = a = la 
d the true beauty 
finished yet! 


- FORE - 


; : ns 
% 


CUNS ‘BHTERS 


FLEE 


‘on for ' e N64 will = eyipting 
the @ ships—X- -Wings, B-Wings, 
fS, and some unlockable 
ennium Falcon (but not the 
‘will return. The gameplay will 
r, as you'll achieve medals for your 
~ performance on each mission to unlock the bonus 
levels and ships (but you won’t have to get through 
the entire game to start receiving the goodies). 

All the weapons from the first game will, 
re-appear, including cluster bombs; and the 
will now be in 3D, giving you a better idea of where 
your enemies really are. The soundtrack will feature * 
a good mixture of the John Williams’ score and 
original tracks, while the sound effects will be straight 
from the official Skywalker Sound Library. Character 
voices will be a mixture of lines from the films and 
new dialogue, and all game audio will be mixed in 

Fromm on oe “yes: 1 Dolby 5.1. : 


} OUNS . FicHTERS 


Players will also experience an A\I. much improved 
over the original game —not just scriptéd patterns, 
but adaptive:A.I. for better dogfights. There will even 
be a chase camera that is automatically activated 
when you have an enemy on your tail. Opposing 
ships will have full physics, too, so if one blowStup, 
its pieces can damage the others in formation. Con- 
trols will be deeper and more responsive thanks to 
the GameCube controller’s unique design; its natural 
fit and clicking analog buttons make for.a great feel. Another solid 
addition will be a targeting computer 
that reveals mission-critical objectives 
and unfriendly ships. 

If the rest of Rogue Leader fulfills its 
destiny as has the first part, GameCube 
owners could be in store for the defini- 
tive interactive Star Wars experience. 


Period. (G} ss 


prt) a 


CONTINUED > 


STAR. WARS 


KNIGHTS 


OF THE 


FOLD REPUBLIC 


Star Wars Racer Revenge: Racer Il (P52) Star Wars Jedi i r Wa cf cie i ee : . Star Wars Knights of the Old Re 
Target release date: First Quarter 2002 T 2 : 9002  Taened valance date’ OOK 
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STAR WARS OBI-WAN 


By Extreme Ahab 
OU’RE A JED!. Your enemies are mechanical. The hostages.are flesh-and-blood: You're fast— but 
they are many. Is it the right time for hack-n-slash...or a Force cocktail of push/pull/acrobatics 

served up with a twist of lightsaber? You'll have to decide, since Star Wars Obi-Wan is planning to put 

you into the third-person skin of that well-known Padawan learner as you undergo the “ultimate Jedi 
experience.” Yep, Star Wars fans are finally going to find out how a Jedi becomes a Jedi, at least as far as : 
video games go. V7 Wy 


Unlike Jedi Power Battles, Obi-Wan will be less involved with nonstop combat/platform hopping and 
more involved with Kenobi’s particular story as you join him a few weeks before the first scene of 
Episode |. Consequently, you'll travel to Theed, Coruscant, and Tatooine encoun- 
tering everyone from Qui-Gon, saber droids, and the Tusken Raider King to 
Mr. Painful-Tattooing himself, Darth Maul. In addition to enacting.events from 
the film, like freeing Naboo pilots while-doing battle with the Trade Federation, 

a you'll encounter a new villain, the Jin’ha, 
who seem to be manufacturing a new 
and dangerous weapon. 

In the preview version, Obi-Wan 

was already feeling the Xbox Force: 
Its environments were ornate with 
polished surfaces that often re- 


# flected mirror-like the gymnastic TAR. WA RS 
"movements of young Kenobi. @ “yp ae i MM FAO De 
Theed in particular over- iD Si -WAIFM 
flowed with arches, fountains, and hapless battle droids—who will now, thanks 
to a smarter A.I., be blessed with a sense of self-preservation. If they're one- 
on-one with an infinitely more-powerful Jedi, they'll do the only sensible thing 
by running away. In fact, the A.l. will demand intelligence from you, too. You'll 
be rewarded for Jedi-like actions, and, in order to assure your mastery of 
chivalry and combat, the members of the Jedi council—e.g., Plo Koon and 
Mace Windu—will periodically engage you in lightsaber duels, Moreover, you 
simply won't advance through the game’s melee combat, one-against-two/ 
three combat, or one-on-ones, unless you're able to think. 


The Xbox controller seemed adequate so far but only more 
extensive experience will say for sure; in the preview version, 
Obi-Wan used an interesting combination of the two analog 
sticks to create a.surprising number of moves accompanied by 
< =] myriad lightsaber strokes. 
VY) Though there's scant info on 
the Xbox’s hard drive due to Microsoft's strict rules, we do know 
that it will be used in Obi-Wan for save files and quick loading times. 
As for the total experience, we'll just have to wait and see if the — 
intriguing mix of Star Wars and Xbox does honor to Obi-Wan's 
heroic order—so far, fans should be “mindful” and looking forward 
to more. G 
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Hh six Capture-the-Flag arenas, three canyon-racing 
* levels, and standard dogfighting on any of the levels. 
To make the action more exciting, the lasers are 
being tuned to be more powerful, and one missile 
power-up will be available on each sortie. . 
On the one-player side, some higher-res textures 
should make for slicker graphics, but the missions 
will otherwise be identical to’ those of the 
PS2 original. Some new territory will come 
in the form of five new bonus missions, 
including a two-player*cooperative 
mis ion. When the XBox ngs , 
‘Should be one of the missions 
well worth “ G) 
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FTER Fo RCE COMMANDER disappointed many PC real-time strategy fans, re was determined to 
return to the RTS fray with a wer battle, and since Galactic Battlegrounds uses the Age of Kings engine, 
aon | ? that shouldn’t bea problem. Scheduled for release in 
November, Battlegrounds’ campaign will involve six civiliza- 
tions: the Empire, the Rebels, the Gungans, the Naboo, the 
Trade Federation, and—for the first time —the Wookiees. 
LucasArts is tweaking the AOK engine to include new 
touches like aircraft, space environments, stealth and detec- 
tion units, and more. Battlegrounds’ 43 mis- 
sions will cover the gamut from Episode | to 
the trilogy, and if that’s not enough fertile 
territory for you, the scenario editor will ee ee 
allow you to design and create your own = pi dia : . : . 
missions. Best of all, the saga's heroes—vVader, Chewie, Leia, and many others— 
will appear as playable hero units that can deploy some impressive powers. Hope- 
fully, the Force will be with LucasArts this time.... 
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The 1** drive anywhere, smash anything 
off-road racer for the PlayStation 


Test Drive Off-Road Wide Open © 2001. Infogrames, Inc. All rights reserved. Developed by Angel Studios. Infogrames and the Infogrames logo are trademarks of Infogrames Entertainment S.A. 
Manufactured and marketed by Infogrames, Inc. 417 Fifth Avenue, New York, New York 10016. Test Drive, Test Drive Off-Road and Wide Open are trademarks of Infogrames, Inc. “PlayStation” 
and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


TEST DRIVE Pxyiiation 


VVAVVAVY & 7 
— Www.ti 


MILD LYRICS 


developed by 


Angel 


Hummer, Hummer emblems(s) and Hummer are trademarks of General Motors Company and are used under license by Infogrames, Inc. Ford F-150 Trademark(s) used under license from 
Ford Motor Company. All other trademarks and tradenames are the property of their respective owners. 


| Pp = ate fad 4), St BY JAKE THE SNAKE 


= Developed by Red Storm Entertainment 
= Published by Ubi Soft 
= Target release date: November 


Winoows 95/98 


HE TEAM BEHIND the ground-breaking squad-based shooter 
im Clancy’s Rainbow Six i is locking and loading for an equally 
Zi realistic portrayal of small- 

Bt rae arms combat based on the 

“1 Ghosts, another fictional 
ae spec-ops unit. When trouble 
ona : ~- =") reaches a boiling point be- 

| =e | tween NATO and Russia, the 
‘Ghosts are called into action. = 
Game maps will focus on vast outdoor environments — 
16 kilometers square —rather than on the more confined 
indoor/outdoor levels of Rainbow Six and Rogue Spear. 
The terrain looked stunningly real in a demo, varying from 
rolling hills populated with trees, creeks, houses, and shell 
craters to a grimy, strife-torn cityscape. Soldiers and ene- 
mies boasted incredible detail and moved with great real- 
ism, including 200 death animations. 

You'll command six soldiers at once, giving orders on 
the fly with a real-time map—no more pre-mission plan- 
ning—plus, you’ll be able to jump inside anyone, anytime. 
Of course, your weapons will be highly realistic, as will 
the 16 missions, which include rescuing downed air men, 
evacuating the American embassy, and blowing up bridges. 
For fans of R6 and military shooters in general, Ghost 
Recon looks to be a must-have title. 3 


=“ BY IRON MONKEY 


= Developed by Barking Dog Studios 
: %y) ™Published by Crave/EA Games 
OISED TO STORM the team- mae /A Target release date: November 


based, first-person shooter genre 
currently owned by Counter- 
Strike, Global Ops aims to de- 
liver high-caliber carnage for 
up to 24 online players. Using 
a tweaked LithTech 
2.5 engine, Global 
Ops will showcase a 
brutally precise bal- 
listics system that 
calculates bullet trajectories and ammunition type 
in relation to object density in order to determine 
environmental damage, which, in turn, will be accu- 
rately rendered by a complex decal system. With 
over 10 real-life war zones teeming with 28 region-specific terrorist, guerilla, and rebel factions, Global 
may be so chaotically authentic, you'll be fishing hot shrapnel from your skivvies for weeks. (Gi) 
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It’s in the game.” 
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It’s different down here. 


It's in the game.” 
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\ SPORTS, 


EA SPORTS" 2002. THE ULTIMATE ALL-ACCESS SPORTS PASS. 


Down here, momentum swings on a pendulum. Pain is part of the 
uniform. And sweat is a form of currency. EA SPORTS"2002 presents 
unprecedented access to the wide,wide,wide-eyed world of sports. 


This is opportunity Knocking. On your forehead. With a skillet. 


©2001 Electronic Arts Inc. EA SPORTS, the EA SPORTS logo, "It's in the game" and John Madden Football are trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. All rights reserved. ©2001 NFLP. Team names and logos are 
trademarks of the teams indicated. All other (NFL-related marks) are trademarks of the National Football League. Officially licensed product of PLAYERS INC. The PLAYERS INC logo is registered trademark of the NFL players. www.nflplayers.com ©2001 PLAYERS 
INC. Game Boy Color is a trademark of Nintendo. Nintendo GameCube is a trademark of Nintendo. ©2001 Nintendo. NASCAR is a registered trademark of the National Association for Stock Car Auto Racing, Inc. Jeff Gordon’ name, signature and likeness: "DuPont" trade- 
oy authority of Roush Racing, Livonia, MI #36: ©2001 
MB2 Motorsports/KSR, Inc. ®’M&M's’ , ‘M’ and the M&M's" Characters are the trademarks of Mars, Inc. and it's affiliates. ©Mars, Inc. 2001. #8: The name, signature and likeness of Dale Earnhardt, Jr. are licensed under the administration of Dale Earnhardt, Inc. 


mark, and likeness of #24 Hendrick Motorsports car used under license granted from J. G. Motorsports, Inc. #21: The ‘Motorcraft trademarks, Wood Brothers Racing and Elliott Sadler's name and/or likeness used 


#97: The Papermate, Rubbermaid, and Sharpie trademarks are trademarks of Newell Rubbermaid, Inc. or its subsidiaries and are used by permission. Roush Racing and Kurt Busch’s name and/or likeness used by authority of Roush Racing, Livonia, Michigan. ©2001 


icense for driver, helmet, car and uniform granted by J. G. Motorsports, Inc. Chevrolet, Monte Carlo, Pontiac, Grand Prix, the Chevrolet "Bow Tie" emblem, the Pontiac "Arrowhead" emblem, and vehicle model body designs are General Motors trademarks used under license to 


Electronic Arts, Inc. All other car, team, and driver images, track names, trademarks, and other intellectual property are used under license from their respective owners. NHL, National Hockey League, the NHL Shield and the Stanley Cup are registered trademarks of the 


National Hockey League. Used under license by Electronic Arts. All NHL logos and marks and team logos and marks depicted herein are the property of the NHL and the respective teams and may not be reproduced without the prior written consent of NHL Enterprises, 


L.P. ©2001 NHL. All rights reserved. Officially Licensed Product of the National Hockey League. National Hockey League Players’ Association, NHLPA and the NHLPA logo are trademarks of the NHLPA and are used, under license, by Electronic Arts Inc. Officially 


Licensed Product of the NHLPA. NHLPA, National Hockey League Players’ Association and the NHLPA logo are trademarks of the NHLPA and are used, under license, by Electronic Arts Inc. ONHLPA Licensed by Sony Computer Entertainment America for use with 


the PlayStations 2 game console. ‘PlayStation’ and the 'PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. Microsoft, Xbox and the Xbox logos are 


Pa 


/Orporation in the U.S. and/or other countries and are used under license from Microsoft. The logos and other indicia of NIKE, Inc. reproduced on this product are the trademarks and copyrighted designs and/or other forms 


trademarks of Microsoft 


of intellectual property, that are the exclusive property NIKE, Inc. and may not be used, in whole or in part, without their written consent. EA SPORTS” is an Electronic Arts™ brand. All other trademarks are the property of their respective owners. 
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BY JAKE THE SNAKE 


= Developed by Maxis 
= Published by EA Games 


= Target release date: 
First Quarter 2002 


Winvows 95/98 


© YOUR Sims are master of their domain, but it’s time for them to get out of the house and explore the 
neighborhood. SimsVille will let you tinker with virtual people on a scale midway between The Sims and 
SimCity. SimsVille will be populated by unique Sims, including ones pes? from The Sims. You'll build roads 
and houses, then auto dealerships, so your Sims can drive = furs TO 
places. You'll be able to choose your town’s stores: nice 
boutiques or a dirty movie theater or the Rubber Monkey 
Fetish Store. If there aren’t enough jobs, people may have 
to steal for food. @ - 


tec | 


= Developed by Elixir Studios 


AY OF Published by Eidos 
URE, THE SIMS ~ | ™ Target release date: Spring 2002 


is fun, if you like tell- 
ing digital people what to do—but The Sims never let you order an assassination. In Republic, you'll 
plot, scheme, intimidate, and eliminate your way to the top of a fictional republic of the former 
Soviet Union. It’s not a god game, so you can’t just tell anyone what to do; instead you must use your 
influence —as a political, military, religious, business, or criminal leader—to get people to carry out 
your wishes, even if that wish is to beat up a rabble-rousing clergyman. Twenty-one cities and towns 
will be simulated with | million unique inhabitants. @ 
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= Developed by Edgies 
Ws = Published by Ubi Soft 
D REAL-TIME STRATEGY games are becoming as numerous as the ~ } , ™ Target release date: 2002 


hordes of units your factories and barracks churn out in any given title. The 
Awakened: Battleplanet Natrolis looks to be different, if only in the number of 
units you can churn out and see onscreen at once. In this sci-fi strategy, you 
: can play as any of three 
factions—the high-tech 
colonists, the low-tech 
but magical Sorin, or the 
monstrous Dreil. Each 


Winoows 95/98 


roup will have 24 & ats rae a0 
C : 
. . . FE: ; : OTe — 7 Bis , 
widely varied unit pe eae % 


» 


types, 30 to 40 mis- 
sions, and as many as 
4000 units will be able 
to appear onscreen 
simultaneously. @ 
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BY JAKE THE SNAKE 


: — LS 4m Developed by FASA Interactive GRAPHICS SOUND ___ CONTROL FACTOR 
— s Paiva = Published by Microsoft , 
PRORCVie WS) ne 
“NSH @ Available now =8 players 
(online) 
i= KL HK Andd AIRED 4 
MECH COMMANDER 2 


Recommended 
System Specs 
ORTY-TON METAL MONSTERS crashing down trees, through fences, and into buildings. 
266 MHz processor 


It's as fun as it sounds in MechCommander 2, the handsome and smoothly executed 3D sequel 


to oe 20) Origine! that first came out in 1998. -" ‘ies _— an e 
In this real-time strategy, you lead a band of mercenary 400 MB on HD 
Mech pilots who start out working for a shady colonel. peek Veh ec <a] 8 MB 3D video card 
Because you have just three to 12 Mechs ona mission— (§y %be= oesmeien ens |<< 
; eg} eRe af rake ‘wie DirectX 8.0 
only so much weight can fit on a dropship—you must use ‘ j" : é Log 


them wisely and exercise close oversight. Luckily, this is a 

snap with the simple yet powerful controls—so simple, in 
fact, you hardcore RTSers may feel restless, though there’s 
lots of Mech-tweaking possibilities between missions to 
keep you busy. 

The 3D world is nicely detailed, especially the enemy compounds brimming with buildings and 
defenses. The Mechs are impressive, too, but you can’t zoom in close enough for a really good 
look. Meanwhile, the voices of your Mech pilots keep the robotic action personal. Fans of giant 
robots and strategy games will enjoy stomping around in this one. GZ 
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BY STAR DINGO 


~PMAGINE FALLOUT set during the industrial revolution of Middle Earth, aTEe «Developed by Troika aie. pueuenaeeeain pln 


where clanging, steam-powered contraptions clash with the magicks of olde, (ERIS = Published by Sierra 
and you’ve got Arcanum—a huge, quirky, and ambitious RPG from the ae "944.99 while 
sg 1 


@ Available now @ | player 
creators of the original Fallout. It shines with a marvelously complex, open- - siti 
: ended ert system, and countless igh to solve the game's 


Recommended 
System Specs 


stant feeling Si) Pentium 266 


of progress, raies ame aa if 7 ith 64 MB RAM 
while the conflict between ancient magic x < —" < - 500 MB on HD 
and fledgling technology gives the game a S le or: & Z oan 
unique flavor. 0 p BS ¥ ee ee: 
Unfortunately, Arcanum looks, sounds, and * i ‘| | ee ||. 8 MB video card 
plays like it came from 1996, The game resembles Fallout, " = i tone : in’) FL bbit sound card 
the interface is as clunky as the ancient machines that pop- aple northwest “a 
ulate its cities, and—for no apparent reason—Arcanum — won't join your party unless you're the 
occasionally slows down to an Ultima Online—caliber evidoly sort, 
crawl. Yes, there truly is a deep, rewarding, and splendiferous RPG behind Arcanum’s dated, indel- 
icate machina...but only the most intrepid RPG fanatics will have the patience to seek it out. @ 


8X CD ROM 


- DirectX 


BY AIR HENDRIX 


® Developed by Particle Systems GRAPHICS SOUND CONTROL FACTOR 
= Published by Infogrames 


INDeEPENnDENcE WwAr = | ie = $39.99 m Space 


= © G Ee OF ce via a o S - = Available now combat 
—_ - i none _ =8 players 


HIGHLY TECHNICA Pi dence Wars 2's epic space-combat deftly captures the I descmemainidet 
vastness of spac or. While the game immerses you in an enormous, com- a “",) System Specs 
pelling saga, its sheer pl ) ry will scare off all but the most dedicated space-combat aces. 
| : Independence War 2's sprawling tale of revenge and 
space piracy spans |6 gigantic solar systems, mb or 4:3 
driven dogfights with a measure of resource manager on 
and commerce. Because the game uses very realistic 
physics, the learning curve for piloting its craft is much, 


much steeper than it is for games like Freespace 2. 


Striking graphics and sounds, especially the gorgeous PROTIP: Inertia Is a huge factor in 
| -don't expect to turn on a 


scenery and haunting music, provide worthy wi V 
t g ales Y Wins en your velocity is high. 


dressing for this adventure. 


deep, challenging gameplay. But if you’re just lookin 
this game too overwhelming to stick with. @ 
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BY MAJOR MIKE 


Developed and published by Namco 


ARCADE 


FIRST LOOK 


Target release date: August 


Okay, so Tekken is back with 

another entry in the near-KO’d 
fighting-game genre —what will 
be so special about 4? The new § é 
graphics, for starters: Tekken 4 rama 
is being developed on Namco’s_ a : 
System 246 hardware, which | ET. Wane 
will feature the same graphical capabilities as those of the PlayStation 2, 
providing sharper details and more arresting visual effects than have previous 


, en” ae — - ga, Tekken arcade incarna- 
| 7 tions. But looks aren't 
everything, of course: 
T4 will also sport a 
host of notable new 


play techniques, charac- 
ters, and fighting stages. 


Tekken fans can rest assured: The control scheme — 
two punches, two kicks——-won't be altered, but the 
prized fighting-game engine will be undergoing major 
changes. Arenas will no longer be endless spaces but 
areas enclosed by walls that serve a dual purpose: 
Not only will they limit the arena, they'll also be key 
for trapping and then summarily pummeling your 
opponent. Counter moves will be introduced in T4 
that enable you to escape these corner traps, such 
as the “Position Change,’ where you grab an assailant 
and turn the tables by throwing him into the corner. 
Another new technique will be Side Moves. Oppo- 
nents will no longer fight on a fixed line; instead they'll 
move freely in the environments, as the characters 
= were able to in Soul Calibur. 


Ten fighters will be initially selectable (see 
sidebar, “Starting Lineup’’), though more will 
gradually reveal themselves via a time-release system similar to that of = 
other Tekken arcade titles. Of the initial 10, seven will be from previous f a 


Tekkens, with three fresh faces completing the lineup: Christie will use 
the art of Capoeira, which she learned from the same master who taught 
Tekken 3 and Tag Tournament vet, Eddy Gordo; Steve Fox is a British 


boxer; and Craig Marduk will rely on his repertoire of wrestling moves 
and grappling skills. 
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She Was bot. 
NoW she’s sq~mpokin’. 


If you enjoyed that, you're gonna love being 
a dragon. Your most pressing dilemma is, 
“How shall I dole out the agony to my 
enemies?” Drop blunt objects on them? 
Scorch them with one of 32 special-effect 
attacks? Or go old school and crush them in 
your lethal jaws? Up to you. Just remember, 
youre 20 tons of lighter fluid...and the world 
is your barbecue pit. 


MW@.dragon-rage.co~ 


Violence 
© 2001 The 300 Company. All Rights Reserved. 3D0, Dragon Rage, and their respective logos, are trademarks or registered 
trademarks of The 3D0 Company in the U.S. and other countries. “PlayStation” and the “PS” Family logo are registered 


trademarks of Sony Computer Entertainment Inc. All other trademarks belong to their respective owners. 


Have Tony's skills in the palm 
of your hand with 3D action on 


your Game Boy*® Advance 
handheld system. 


Rip it up on 
' Nintendo® 64 
with Tony's 
Park Editor 
rand 
Create-A-Skater 
features. 


The sequel is here on 
Nintendo® 64 with more riders, 
ew levels and crazy new tricks! 


NINTENDO 


PRODUCTS RANGE FROM 
RATING PENDING To EVERYONE 


gistered trademark al 
and Pro Skater are trademarks of Activision, Inc. and its affiliates. Tony Hawk is a trademark of Tony Hawk. Nintendo and Nintendo 64, are trademarks of Nintend 
Nintendo of America Inc. Game Boy Advance is a trademark of Nintendo. © 2001 Nintendo. 


THE LEGEND 
IS BACK! 


Hawk returns. And he’s going bigger than 
ever on Nintendo’ 64 and Game Boy’ Advance. 


FS S$O-S0 + FS NOSEGRIND + 
+ HANG TEN 


New Game Boy’ Advance graphics Full 3D environments for you to skate Skate as the legendary Tony Hawk or 
makes this the ultimate handheld in and pull off insane combos and one of 12 other top pro skaters. 
skating game. signature moves. 


Nintendo® 64: Nintendo® 64 September 2001 


Skate like one : of 13 top pros including Skate head-to-head with your friends Design your own mega park in 

the legendary Tony Hawk or create in sick new multi-player modes . Real-Time 3D, using any combo 

your own custom er Bee including Trick Attack, Graffiti, HORSE of ramps, funboxes, rails and more. 
: ee and the newest addition Tag Mode. 


FEATURING SKATEBOARDING'S 1 TOP PROS 


aINion 


CIIVISION 


INCLUDES HIP HOP AND PUNK SOUNDTRACK FEATURING: 
RAGE AGAINST THE MACHINE NAUGHTY BY NATURE PAPA ROACH & MORE a pee 


activisionO2.com 


sit www.esrb.org 


or call 1-800-771-377 
for more info. 7 Ec Meo 


Dead or Alivaia™, DOA2: Hardcore™ and Dead or Alive@ Tecmo, LTD. °1996, 1997, 1998. 1999, 2006 
Microsoft, Xbox aad the Xbox logos are either registered trademarks of trademarks of Microsoft Corporation in the.U.S. and/or in other countries and are used under license from Microsoft. The ratings icon is 


= 
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2001, Jecmo® is ategistered trademark of Tecmo LTD. Tecmo, jac. PMB#5553 21213-8 Hawthorne Wa, Torrance, CA 90503 9 (310) 944-5005 (310) 944-3344. 
a trademark of the Interactive Digital Software Association. 
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EVERYONE 


OY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS 


Mild Language 


ive owners. All Rights Reserved. LICENSED BY NINTENDO. 


Mild Violence 


CONTENT RATED BY 
ESRS 


2001 ARMOR PROJECT/BIRD STUDIO/ENIX. Dragon Warrior and ENIX are registered trademarks of Enix Corporation. 


All other trademarks are property of their respect 


pee XY " ENIX. 


OF NINTENDO OF AMERICA INC. © 1989, 1998, 2001 NINTENDO OF AMERICA INC. 


NINTENDO, GAME BOY, GAME BOY COLOR, GAME B 


© 


Www.enix.com 


BY AIR HENDRIX A  —sCtBBY AIR HENDRIX eee 


= Developed and published by Sega - Tae ®= Developed and published by Ubi Soft 
™ Target release date: November | aa OC Target release date: October 


BY AIR HENDRIX — | BY IRON MONKEY 


™ Developed by Crawfish Interactive 


™ Published by Bam! Entertainment Gis Bor Abence : Game Boy ADVANCE 


m Target release date: November 
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EXPLORE VAST WORLOS IN SEARCH OF © 
POWERFUL POTIONS, WEAPONS AND cLUes. 


2090 ~. 1730.3, 1438% 1380 : 

R210 "8232 ‘201 *305 
Use SPELLS OR STEEL 

To The DEATH WHT Evi. 


l Se 


PLAY MINL-GAMES AND UNCOVER 
INCREDIBLE SGB-WORLOS. 


is’ i 


FATE MADE THEM FRIENDS 
OESTINY WILL Make Them LEGENDS, 


A mysterious girl arrives from the beavena with a measage of impending doom. 
Mild Animated Violence 


* ; . . : Use of Tob 
And go begins the adventure for friends Reid and Farah. But it will not be eaay. and Alcohol 


Pla 


The heroes must battle not only the challenges of an unknown force, 


but also the demons that exiat within themselves. 


WWW.NAMCO.COM 


Tales of Destiny® I! & © 2000 Namco Ltd.. All Rights Reserved. OMutsumi Inomata. PlayStation and the PlayStation logos are registered 
. trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the interactive Digital Software Association. 
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ONLY WHEN HE HARNESSES THE POWER OF WIND, 
EARTH, WATER, AND FIRE WILL HE POSSESS THE STRENGTH 


| TO DEFEAT THE POWERS OF DARKNESS AND THE VOID. 
PREPARE TO FACE THE INEVITABLE. 


rademarks e ompa ner countries. “PlayStation” and the “PS” Family logo 
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WATER 


DYNAMIC 360° CAMERA HAND-TO-HAND, MELEE WEAPONS ACROBATIC MARTIAL ARTS MOVES 
AND ELEMENTAL MAGIC 


MASTER THE ELEMENTS. 


BS = PlayStation.c 


www.3D0.com 
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pt Americ 


Jeremy Jones casually tweaks a 
switch 1440 stalefish over a 70 


foot+ cliff band. 


| : Amateur rider Trent covers huge 
ii ae | distance with this late 180 tail 
| grab in Canada. 


Cool Boarders’ 2001. Ride massive arcade style courses against 
real world class pros like Todd Richards, Tara Dakides, Kevin 


bes Jones and Michele Ta gart Re st up. Its gonna be a long season. 
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BY DAN ELEKTRO 


= Developed by Neversoft (PS2) 
Shaba Games (PlayStation) 
= Published by Activision PLAYSTATION 2 PLAYSTATION 


= Target release date: November 


THREE I6 A MAGIC NUMBER 


Because Tony Hawk’s Pro Skater 
basically put skateboarding games 
on the map and since its sequel 
was loudly proclaimed as one of 
best games ever released on the 
PlayStation, well, saying expec- 
tations are high for the series’ 
PlayStation 2 debut is a severe 
understatement. Amazingly, the 
preview builds for both the Play- 
Station and PlayStation 2 versions already show huge 
promise —lightning looks like it may just strike thrice. 
THPS3 will offer many innovations, starting with the revert. What the P 


wheelie-like manual did for street combos in THPS2, the revert landing will Tony Hawk's Pro Skater 3 is poised to take gamers over the proverbial edge, 
do for vert stunts in THPS3. Tap the thanks in no small part to slick speed, killer levels, and key gameplay tweaks. 


CUSTOM SKATER fa 


Ge 


R2 button on your way down from a 
ramp, and you'll slide the board 180 
degrees, switching your stance in one 
smooth motion and linking directly 
into ground tricks for a potentially 
endless combo. Experts may pull off 
not million-point runs, but million- 

point combos in short order. 


RAMPING UP 


Tony Hawk’s Pro Skater 3 
will also also feature flat- 
land tricks (check out the 
handstand move), the abil- 
ity to do multiple stall tricks, and an improved 
balance meter. Pedestrians will reward you if you 
impress them—or you can knock them over, too. 
Levels will be large yet dense, so you'll have tons 
to do in locales like Canada, Los Angeles, Tokyo, 
™ and the white-trashy Suburbia. All kinds of hidden 
combos, bonuses, and secret areas will abound. 
The level editor is returning, create-a-skater is 
being extended to include more detail (and females!), 
and the hi-res models already look excellent. The 
soundtrack consisted of another mix of rock and 
hip-hop, and the controls felt impeccably sharp. While 
the PlayStation 2 version will feature online play 
and better graphics, PlayStation owners shouldn’t 
be disappointed: Although the two games will con- 
tain similar levels, their respective designs will differ 
enough to offer unique trick lines on each platform. 

2 ; Both games already 
play alarmingly fast, 
and gameplay feels 
perfect so far. No- 
vember, hurry up 
and get here! 
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BY MAJOR MIKE 


Developed and published by Capcom 


= Target release date: November 


RUN DMC 


Devil May Cry is the latest from 
Shinji Mikami, the creator of 
Resident Evil and other horror/ 
survival titles, and his lineage 
shows in the game's supernatural 
theme. Playing as Dante, a tough- 
as-nails demon hunter, you'll stalk 
your prey through rooms with 


pulsating pillars and collapsing stone walkways, and even do battle at the 
bottom of the sea. In addition to fighting, you'll collect keys, solve puzzles, 
and nab “soul power-ups” that can be traded for weapon upgrades and health 
items. You'll also learn devastating abilities that enable Dante to transform 
into a demon and unleash some serious hurt. 


cabs a 


Capcom’s latest survival/horror hero, Dan 
darkness in Devil May Cry. 


RIDE WITH THE DEVIL 


The game will be haunted by creepy Gothic structures, cool lighting, and 
outlandish special effects, while the seemingly endless hallways and caverns 
will echo with atmospheric sounds—like the haunting laughter of floating 
phantoms—and all will be set to an effective score. 
A moving camera and multiple angles will also be a 
plus, as this combination will constantly keep you 
apprised of the surroundings. 


te, 


SMOKING GUNS 


Devil's technique and varied game- 
play should be more than a match 
for its eye-candy visuals. Armed 
with a sword and several types of 
firearms—dual pistols, shotguns, 
and more—Dante will execute his 
enemies with an array of combo 
attacks, including a vast repertoire of hand-to-hand techniques 
that were unavailable in this preview build. Flawless controls, 
however, easily immersed you in the game, as it was simple to 
bust out various moves, switch between weapons, and send 
adversaries back to the netherworld without breaking a sweat. 
Gamers can check out a demo of the game that will be included 
with Resident Evil Code: Veronica X. 


Raswete® 
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BY MAJOR MIKE 


= Developed and published by Capcom 
= Target release date: October PESTA 2 


“My Franchise Can Beat Up Your Franchise!” 
- ’ 2 


“pea ueSRnEMce eS 


Things are looking bright on the PlayStation 2’s 2D fighting-front with Capcom 
vs. SNK 2, the latest battle that pits characters from two gaming companies— 
Capcom and SNK—against each other. Forty-four fighters will fill the lineup, 
which reads like a who’s who of the fighting-game world with contestants 
from Samurai Shodown, Darkstalkers, The King of Fighters, Street Fighter, 
Rival Schools, and even more obscure titles like Final Fight 2. 

Sheer number of selectable fighters aside, the good news about CVS2 will 
be that the problems that plagued 2D fighting games on the PlayStation— 
choppy character animations and slowdown—won't be found on the Play- 
Station 2. The only graphical glitch in the beta version was some low-res 


SN 


N 
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characters, but hopefully that will change. (aap Saas PRESS STARS TT) 
1 Se —— —— Sa “== 
Otherwise, the fighters blazed across detail- | "#1" 4 2ANGTEF 


riddled backgrounds, and it was a treat to 
see the likes of Naokruru and Hoahmaru ce I ore 


back in 2D—especially with the fine treat- [79 9 9 |) = }wo corporate glants—Capcom anc 
Pe : best in Capcom vs. SNK 2. 
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Get Your Groove On 


Among the new refinements in Capcom vs. 
SNK 2 will be the expanded “Groove” sys- 
tem. Each Capcom or SNK fighting style will 
consist of three subdivisions that allow for 
different techniques and abilities during play, 
such as air blocking, dashes, counters, and 
various ways to charge up Super Moves. 
Unlike the other franchise fighter, Marvel vs. Capcom 2, CVS2 will rely more 
on technique and skill than on flashy, double-digit, monster-hit power assaults; 
plus, CVS2’s additional Medium punch and kick will create more diverse 
combos. Accurate controls will keep the fights exciting, and anyone who's 
played a Capcom or SNK fighting game will immediately feel at home with 
this one. Along with Guilty Gear X (see Sneak Previews, this issue), CVS2 
looks like another quality addition to the PS2’s 2D fighting genre. 
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PEP RALLY, ADVANCED. 


“Rah!”“Go team!” These are difficult things to hear over tank fire, so you will understand 
why cheerleaders are not among your legions of troops to command in new Advance Wars for 
Game Boy® Advance. Instead, make use of your wits and a tasty array of weaponry to euaceias up to 

three other people dumb enough to stand in the way of your path to glory. | LIFE ADVANCED”™ 


Mild 
METS © 1990-2001 Nintendo. © 2001 INTELLIGENT SYSTEMS. ™, ® and Game Boy Advance are trademarks | 
of Nintendo. © 2001 Nintendo. Game Boy® Advance, Game and Game Boy® Advance Game Link® cable sold separately. www.gameboy.com 


| BY FOUR-EYED DRAGON 


= Developed by DMA Design 
= Published by Rockstar Games 
™ Target release date: October 


PLAYSTATION 2 


HE FRANCHISE THAT 
romanticizes hardcore thug 
realities is returning to give 
you a fun lesson about cor- 
rupt street life. In the early 
version of this third install- 
ment of Grand Theft Auto, 
which is making its debut 
on the PlayStation 2, the 
new 3D visuals looked im- 
pressive: The entire city 
was animated with moving 
traffic consisting of all sorts 
of vehicles, and changes in 
the time of day and weather 
effects made it feel like you 
were actually in a real-life 
metropolis. Best of all, the 
streets were populated by citizens who possessed an unavoidable 
New York attitude —fights could be started by you or the Al. at 
any time, and the boys in blue never gave up a pursuit, even if it 
meant capping your butt as you ran away. 

Stamped with an obvious Mature rating, Grand Theft Auto Ill 
will not be for the faint-hearted. The gameplay will be based on how well you complete crimes—whether it’s 
performing a 187 on a rival gang member or driving a prostitute to her favorite john. And, of course, just as the 
title suggests, jacking cars will be a requisite part of your job. GB 


BY JAKE THE SNAKE 


= Developed by Angel Studios 


Sea is : Se ee ee > j ™ Published by Rockstar Games 
URE DRIVING MAYHEM will soon return with even more over-the- Wee) Target release date: October 


top action in Smuggler’s Run 2: Hostile Territory. More over-the-top than 
mowing down deer, hikers, and mules as you run contraband cargo past the cops? Yup—now you'll be 
running past the authorities in Afghanistan and Vietnam, countries that don’t take kindly to illicit activities. 

In a preview version, the beautiful, sprawling scenery was similar to that in the first game, but was much more full 
of trees, shrubs, and brush. Luckily, you could drive over most of them without being slowed, so the driving action 

= was just as fast as before. And, of course, you'll still be able to go 

anywhere —through Buddhist ruins, past bamboo villages, across rice 
paddies and dikes, and into French colonial towns. You'll now have to 
oa fon noe — avoid getting caught 
in artillery strikes 
or minefields. But 
you'll also have ex- 
plosive kegs to drop 
in the path of your 


PLAYSTATION 2 


pursuers, plus such 
new vehicles as an 


ATV, half-track, and 
armored truck. (Gr) 
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CAMEDRH OcCTORER 700! 


Everyone’s favorite 
bomb-toting Hero 
returns, delivering 
the addictive gameplay 
you crave, along with 
frantic new modes 

and [online play! 


», Fast and furious online 
® multi-player mayhem! 


New gameplay modes 
like Hyper Bomber, 
Ring Match, and more! 


Create your very 
own Bomberman! 


©)’ Dreamcast. 


_ EVERYONE 


Mild Violence 


CONTENT RATED BY 


ESRB 


Sega is registered in the U.S. Patent nd arks of Sega Corporation. . SEGA CORPORATION, 2001. Bomberman is a registered trademark of Hudson 


Soft, ©2005 HUDSON SOFT. All Righ 


BY MAJOR MIKE 


= Developed and published by Ubi Soft 
= Target release date: October PLayYSTATION 2 


ATMAN: VENGEANCE |S a fitting title for this latest action/adventure to 
feature the Caped Crusader—as it could be the best Batman video game since 
Konami's Batman and Robin for the 16-bit Super NES some years ago. If not, 
it's a strong candidate for best looking. Based on the New Adventures of Batman 

: license, Vengeance’s graph- 


i eat ay | 
ics are already right out ly “a J ye 
of its televised counter- (cS | 
part, including a pastel 
color scheme, ominous _ 
shadows, and cartoony characters. The game doesn’t lack play 
diversity, either: In addition to fighting and platform hopping, 
you'll pursue enemies from behind the wheel of the Batmobile 
and Batwing, and perform actions during long free falls. 

In the preview version, the controls weren’t quite fully imple 


mented, nor were Batman's attacks and abilities ready. Moving 


Batman around was simple enough, but targeting enemies via 
first-person view was cumbersome and inaccurate. Will time in 
the Batcave fix these glitches before release? CJ 


BY MAJOR MIKE 


= Developed by Arc System Works 


Xe" # Published by Sammy Entertainment 
HE PLAYSTATION WASN’T ase Seg 4 Target release date: October 


the system of choice for 2D fight- 


PLAYSTATION 2 


) ‘ ing games, as most releases were plagued with choppy anima- 
“4 " “a? tion and slowdown. Judging from the preview version of Guilty 
nee i Gear X, however, it looks as if the genre may thrive for some 


y time on the PS2. Not only does the game move at a blazing 
ye speed, but the flashy imagery and dead-on controls should 
keep fighting fanatics battling for hours. Fourteen or 


so fighters will fill the lineup, including a jiggly, petite 
female kick boxer and a lanky dude who wears a 
paper bag on his head and wields a giant scalpel. 

? | In addition to a 
Street Fighter—esque 


play engine were high- 
hitting combos, counters, and instant-kill moves that can annihilate your 
opponent with a single blow...provided you can successfully input the 
complicated button commands. Complete with excellent sound effects, 
Guilty Gear X may usher in a new era of quality 2D fighting games for 
the home on the PS2. 
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Just leave me alone. 
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HAVOK 


A mutant adventurer, Havok has the ability to absorb 
ambient cosmic energy and release it in waves of intense heat, 
creating plasma. As leader of a mutant team, his methods 
are extreme—his tactics, questionable. But in his soul, 
he knows that he is fighting for the greater good! 


POWER GRID 
INTELLIGENCE 
STRENGTH 
SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


Real Name | Alexander Summers 
Occupation | Adventurer, former government operative 
Group Affiliation | Formerly the X-MEN, X-Factor, 
the Six and the Brotherhood 
Base of Operations | Havok was last known to inhabit the 
alternate Earth of Mutant X 
First Pppesrance X-MEN (Vol. 1) #54 


4 ished tealienatl of Acigfen GE affiliat 
Inc. and its affiliates, Developed by Paradox Development. All righ 
All other trademarks and trade names are properties of ae 


i : the PlayStation game console. PlayStation and the Plays 
registered trademarks. of Sony Computer Entertainme 


PlayStation 
ee trademarks: hs trade names, aré properties of thelr respectiv 


SPIDER-MAN 
‘00! Sit 
amazing abtti 
able lesson: wi 
esponsibility! 

POWER GRID 
INTELLIGENCE 
STRENGTH 
SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


FORGE 


A soldier and a shaman, the mutant known as Forge possesses 
both superhuman abilities and an extensive knowledge of 
Native American magic. His intuitive genius has enabled him 
to invent a vast array of mechanical devices to help his 
teammates protect a world on the brink of a genetic war! 


POWER GRID 
INTELLIGENCE 
STRENGTH 
SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


Real Name | Unrevealed 
Occupation | Inventor, adventurer 
Group Affiliation | Formerly the X-MEN and X-Factor 
Base of Operations | Unrevealed; formerly Arlington, Virginia: 
Eagle Plaza, Dallas; Muir Island. Scotland 
First Appearance | X-MEN (Vol. 2) #184 


PlayStation 


NIGHTCRAWLER 


Raised in a traveling circus, Nightcrawler learned that his 
mutant abilities were a gift. While his appearance might seem 
demonic to some, he is one of mutantkind’s guardian angels. 
A leading force within the X-MEN, he utilizes his agility and 

teleportation powers to defend Professor X's cause. 


POWER GRID 
INTELLIGENCE 
STRENGTH 
SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


ROGUE 


Rogue joined the X-MEN in an attempt to harness the genetic 
attributes that are her blessing and her curse—the power to 
absorb others’ memories and talents through touch. Struggling 
to control her conflicting powers, Rogue is forced to keep 
those she loves most at arm's length. 


POWER GRID 
INTELLIGENCE 
STRENGTH 
SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


Real Name | Unrevealed 
Occupation | Adventurer 
Group Affiliation | X-MEN, formerly the Brotherhood 
of Evil Mutants 
Base of Operations | Mobile 
First Appearance | Avengers (Vol. |) 
Annual #10 (1981) 


registered sid of Activ 
and its affiliates. Developed 
other trademarks and t 


pul 
game console. PlayStation and t 
of Sony Computer Entertainment In 
properties of their respective owne 


PlayStation 


JUGGERNAUT 


Cain Marko is an almost unstoppable human juggernaut—a 
being possessing mystical powers which enhance his strength 

and guard him against injury. While he has clashed with his 
stepbrother Charles Xavier—the mentor of the X-MEN—in the 
past, Juggernaut has also been called upon to save the universe. 


POWER GRID 
INTELLIGENCE 
STRENGTH 
SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


REAL NAME 
OCCUPATION 


Peter Parker 
Adventurer, freelance photographer. 
high-school teacher 


Real Name 
Occupation 

Group Affiliation 
Base of Operations 


Kurt Wagner 

Adventurer, priest 

X-MEN, formerly Excalibur 

Xavier Institute for Higher Learning. 


Real Name 
Occupation 
Group Affiliation 


Cain Marko 
Professional criminal 
Frequent partner of 
Black Tom Cassidy 


GROUP AFFILIATION | None, formerly a reserve Avenger 
BASE OF OPERATIONS | New York City area 
FIRST APPEARANCE | Amazing Fantasy #15 (1962) 
HEIGHT | 5°10" 
WEIGHT | 165 lbs. 
EYECOLOR | Hazel 
HAIR COLOR | Brown 


www.marvel.com 


ACTIVISION. 


activision.com 


MARVEL, SPIDER-MAN and ELECTRO: TM and © 2001 Marvel Characters, Inc. All 
rights reserved. Published and distributed by Activision, Inc. and its affiliates 
Activision is a registered trademark of Activision, Inc. and its affiliates. 
® 2001 Activision, Inc. and its affiliates. Developed by Vicarious Visions. All 
rights reserved. All other trademarks and trade names are properties of their 
respective owners. Licensed by Sony Computer Entertainment America for use 
with the PlayStation game console. PlayStation and the PlayStation logos are 
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PlayStation 


POWER GRID 


INTELLIGENCE 
STRENGTH 
SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


REAL NAME | Herman Schulz 
OCCUPATION | Burglar, hired assassin 
GROUP AFFILIATION | Masters of Evil 
BASE OF OPERATIONS | New York City 
FIRST APPEARANCE | Amazing Spider Man (Vol. 1) #46 
HEIGHT | 59° 
WEIGHT | 175 lbs. 
EYECOLOR | Brown 
HAIR COLOR | Brown 
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PlayStation 


Westchester County, NY 
First Appearance | Giant-Size X-MEN #1 (1975) 
Height | 5'9" 
195 Ibs. 
Shining yellow 
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POWER GRID 


INTELLIGENCE 
STRENGTH 
SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


Base of Operations | Mobile 
First Appearance | X-MEN (Vol. |) #12 (1965) 
Height | 6'10" 


Published ; 
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POWER GRID 


INTELLIGENCE 
STRENGTH 

t SPEED 
DURABILITY 
AGILITY 
REFLEXES 
FIGHTING SKILLS 


REAL NAME 
OCCUPATION 
GROUP AFFILIATION 


BASE OF OPERATIONS 
FIRST APPEARANCE 
HEIGHT 

WEIGHT 


EYE COLOR 
HAIR COLOR 


PlayStation 


William Baker, a.k.a. Flint Marko 

Professional criminal, former adventurer 

None; formerly the Sinister Six. 

Wild Pack, Avengers and Frightful Four 

Mobile 

Amazing Spider-Man (Vol. 1) #4 (1963) 

oT www.marvel.com 
240 lbs. in human form, 450 lbs. at 

maximum density and normal mass 
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REAL NAME 
OCCUPATION 

GROUP AFFILIATION 
BASE OF OPERATIONS 
FIRST APPEARANCE 
HEIGHT 

WEIGHT 

EYE COLOR 

HAIR COLOR 


PlayStation 


Maxwell Dillon 

Professional criminal 

Sinister Six 

Mobile 

Amazing Spider-Man (Vol. 1) #8 (1964) 
Th 

165 lbs. 

Blue 

Red-brown 
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’ a By EXTREME AHAB 
ww = Developed by Gearbox/Valve 
= Published by Sierra 


= Target release date: Fall 2001 


ERE’S A GREAT idea: two analog 
sticks for moving and looking instead 
of fingers tied into knots. And that’s 
not the only thing console fans can 
look forward to when Half-Life transi- 
tions to the PS2. Writhing blobs have 
already been transformed into articu- 
lated beings—i.e., scarier—while 
character animations and facial ex- 
pressions are being improved, too; environments are getting a once over, while weapons are receiving upgrades and higher 
polygon counts. Plus, PC fans needn’t worry ’cos this incarnation will still come with USB mouse-and-keypad support. 

In the preview version, the game was a combination of creepy amusement and nightmare-inducing action. The story 
was intact, while the visuals had taken on a whole new...life. Even the candy machines looked good enough to eat. 
The monsters were disgusting, the voice-overs funny, and the controls a dream. With a new beginner's level and 
unlockable features, we’re talking replay factor for veterans—and pure joy for first-timers. @G 


BY TOKYO DRIFTER 


= Developed by UEP Systems 
= Published by Activision 
HE LATEST IN Activision's O, line takes the “extreme” sport of snow- MMe) & Target release date: Fall 2001 


boarding and puts it nee the Knidiohasi school of game design. 

Shaun Palmer’s Pro Snow- 
boarder thrusts the six-time 
Winter X-Games gold medal- . 
list into a crowded market. To 
distinguish itself from the pack, 
Pro Snowboarder will incor- 
porate many of the trappings 
that made earlier O, titles 
smash hits, like level goals and the ability to link tricks. . Thankfully 
teleport points will automatically scoot you back to start points, 
so taking multiple passes down the slope to find hidden items 
and areas won't require waiting for a new run or starting over. 
Of course, Mr. Palmer will need some worthy opponents, so 
joining him will be Tara Dakides, Ross Powers, Drew Neilson, and 
Markus Hurme, among others. They'll be hitting eight famous 
slopes such as the resorts of Aspen, Kirkwood, and Gotcha Gla- 
cier (all loaded with all manner of ramps and pipes that you won't 
find there in real life). 


AYSTATION 2 


GAMEPRO OCTOBER 200! WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


BY DAN ELEKTRO 


= Developed by Treyarch 
= Published by Activision 
= Target release date: November 


THINK OF TONY HAwK’s PRo SKATER 2X asa greatest- 
hits package. The Xbox release of Activision's insanely popular 
skateboarding game puts all the best parts from the first two 
Tony games onto one disc, then adds even more stuff as an 
exclamation mark. All the levels from both THPS and THPS2 
will appear, tweaked and expanded, plus there will be three new 
levels—one a laser-lit nightclub. Even in the preview version, the 
visuals were jaw- 
dropping: Board 
graphics and even 
shoe treads popped 
nicely, while the Xbox handled reflections, volumetric grass, motion 
blur, and real-time lighting effects with ease. 

The controls were less of a problem than the controller itself; 
the Xbox’s buttons were cramped and made pulling off familiar 
combos frustratingly hard. If gamers can get over that, Tony's X-tras 


will make this one well worth checking out at the console’s launch 
in November. 
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BY AIR HENDRIX 


= Developed by Eidetic 
; : : eye = Published by Sony 
HE PLAYSTATION’S TOP com- . + = Target release date: September 


mando is almost geared up for one 
final mission, and Syphon Filter 3 is primed to deliver more of the covert-ops 
combat that has made the series so popular. The game will follow Gabe, Lian, 
and company as they face Senate hearings for their past operations. While 
they squabble with senators, you’ll play through those actual “historical” mis- 
sions, which range from assassinations to rescuing mine workers to tracking 
anaae down components of 
the virus. 

A preview version 
definitely played more : 
like an add-on level pack than an entirely new game—Syphon 
pros will instantly feel at home with the controls and objectives. 
Sony is tuning the gameplay to involve less stealth and more 
mayhem, which will give the proceedings a more frenzied feel. 
The story line will jump around, so there will be welcome vari- 
ety in levels and playable characters, and the new mini-games 
will be an interesting diversion. As long as development stays on 
track, Syphon 3 looks like another sure-fire smash hit. & 
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Hit the mean streets of the Big Apple 
as one of 4 new “cabbies” in low-rider / 
taxis that can now leap over traffic. | 


Pick up multiple fares at one time while . 
driving to the slamin’ sounds of 
Offspring and Methods of Mayhe 


ed trademarks or trademarks of SEGA Corporation or Sega of America Greanicast, inc. © SEGA Corporation and 
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BY DAN ELEKTRO 


= Developed by Z-Axis 
= Published by Acclaim 
= Target release date: August 


PLAYSTATION 2 


RESH FOR THE PlayStation 2, Dave Mirra 2 will have tons of revamped elements. Levels will now be four times 
as large as before —you'll no longer see just one building of Woodward, but the entire camp; the number of riders 
is increasing by five for a total of 14; and even the trick system will be new with more stunts and combos, including 
tricks that you can customize on the fly. ee 

Gamers will be able to create riders and parks, and the park | 
creator was already amazingly easy. Several levels featured true 
street environments, so the ramps and jump points were often 
built into the natural architecture of, say, a downtown business 
park. The whole game has been sped up dramatically, and while 
———----_ things like camera tweaks are still being sorted out, the Play- 
k score! ee Station 2 alpha version was already vastly thsi over the 

a... original game, sporting more con- Pi ae 
trol options, cleverly designed (and t 
enormous!) levels, and rich graphics. 
The PS2 edition should be out any 
second; watch for the GameCube 
and Xbox versions to appear in 
November. @ 


al 


BY DAN ELEKTRO 


™ Developed by Free Radical Design 


4] @Published by Eidos 
HE ARRIVAL OF a fast, y | mTarget release date: Spring 2002 


first-person shooter created 
by ex-GoldenEye team-members caused excitement during the PlayStation 2 launch—but when TimeSplitters 
lived up to its hype, that made it all the sweeter. Now Free Radical Design is ramping up for another romp 
through time, and because the speed and visuals have already been mastered, the team is dramatically goosing 
the single-player and co-op experiences. Plans call for a vastly enhanced narrative and multiple objective—based 
missions to move the story “a The animation system is also being rewritten so characters will look even 
better than they did last time, while i.Link support means 
you'll be able to connect multiple PlayStation 2s for dedi- 
cated, full-screen multiplayer deathmatches. And of course, 
the MapMaker sys- 
tem is returning to 
give players the free- 
dom to create their 
Own game scenarios. 
More detailed info 
should be available 
early next year. 
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BY MAJOR MIKE 


= Developed by Pseudo Interactive 
= Published by Electronic Arts 
= Target release date: Fall 2001 


NE OF THE most 
intriguing titles in de- 
velopment for the 
Xbox is undoubtedly 
Cel Damage —what 
should be an awesome 
mix of cartoon visuals 
and vehicular combat. 
Playing as one of 10 
drivers, you'll cruise 
battlegrounds and de- 
stroy enemies with 36 
diverse weapons, or try to capture an animated flag that runs away 
from you. The visuals are likely to become the main star as the game 
can best be described as Roger Rabbit meets Twisted Metal, complete 
with such outlandish weapons as shrink rays, portable holes, giant 
axes, and more. (J “a ee 


BY BROTHER BUZZ 


= Developed by Core Design 
= = Published by Eidos 
N THIS SQUAD-BASED combat saa =6©@ Target release date: September 


game, you'll command a four-member 
team from the UPA (Urban Protection Agency) that descends into the dark, mysterious depths of a futuristic city to 
investigate missing-person reports at the Real Meat Factory. Judging from the preview version, you'll be “meat” unless 

you master the gunplay spread across the I! mission-based levels. Jumping between first- and third-person views for 


PLAYSTATION 2 


all four characters was a breeze, and squad movement flowed smoothly. You could also command 
remote items, including a robot rover, a flying spy-cam, and an automatic gun emplacement. But master- 
ing the dual joystick controls will be your real Project. 
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BY FOUR-EYED DRAGON 


= Developed by Traveller’s Tales 
= Published by Konami/Universal Interactive 
FTER A THREE-YEAR absence from the adventure scene and under the | ge] "Target release date: November 


PLAYSTATION 2 


control of a new developer, the legendary bandicoot is about to make his 
debut on the PlayStation 2. Fans of the series will immediately recognize Crash’s trademark gameplay style. In fact, the 
= preview build showcased the same jump, spin, and slide setup ae 
— - found in previous Crash games, but this time with sharper visuals. me VY ah 

: New features—-like the ability to ride a hang glider and a mech 


robot, plus the option to play as Crash’s sister, Coco—will make 


this 3D platformer stand out from its predecessors. J 
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TAKE FIGHTING TO NEW HEIGHTS e: 


— 


Ll a8. 


Fight as 10 X-MEN from the original roster Perform signature mutant moves—even Go solo or take on a friend as you fight to 
and 6 new X-MEN: Rogue, Nightcrawler, Havok, stunning aerial combat—in 10 of the dominate the arena. Enjoy 4 modes of play: 
Forge and 2 secret characters. original arenas, plus 6 new locations. Academy, Training, Arcade and Versus. 


it or 
and the PlayStation logos are registered trademarks of Sony Computer Entertainment inc. The ratings icon is 2 trademark of the interactive Digital Software Association. All rights reserved, 
All other trademarks and trade names are properties of their respective owners. 
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Lp BY FOUR-EYED DRAGON 


= Developed and published by Sega G 


= Target release date: Fall 2001 macnn 


UPER MONKEY BALL will be reminiscent of Labyrinth, the old board game that had you maneu- 
vering a marble by tilting the floor. Now you'll need to control a monkey trapped inside a transparent 
ball. You'll be pitted against other monkeys—up to four hairy primates can play at a time—in a race 
to finish. You’ll collect bananas for extra points and items that change ball size or tilt an enemy’s 
board. Pick-up-and-play controls means that any ape will be able to enjoy what sounds like a simple, 


eat paar game. 
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BY FOUR-EYED DRAGON 


= Developed and published by Sega 


ASED ON THE popular anime = Target release date: Fall 2001 


of the same name, Valkyrie will go 
down in a world much like our own. Dr. Hebble develops a new form of energy 
that can either benefit the human race—or annihilate it. A group named Gun 
Valkyrie is formed to protect and police this new energy. When Dr. Hebble disap- 
pears and terrible creatures start to appear, the GV unit is called in. Valkyrie will 
be one of the first Xbox games to use both thumb sticks for control: You'll be 
; | able to run in one direction while wasting degenerates all around you. 
You'll also have eight types of customizable weapons. G 


BY AIR HENDRIX 


= Developed by Exakt Entertainment 
9) P = Published by Activision 
[ae ITH NEED FOR SPEED nowhere in xa /Z4 Target release date: October 


3rd 
sight on the PS2, Supercar might just 
fill the void of exotic-car racing. Along 
with a lineup of sweet cars from Saleen, 
Lotus, Pagani, and others, it will offer a 
custom-car builder that lets you design 
and trick out your own ride. SSC’s street 
races will lay rubber on the 
asphalt in seven cities ranging 
from L.A. to Rome. 
A preview version sported 
og - sleek cars and lush tracks, while gameplay was geared 
A iddidaailade more toward the arcade side. However, lots of tuning 
oo = was still necessary to bring the frame rate, handling, and 
_ A\l. up to acceptable levels. The final months of develop- 
ment will define whether this racer will perform like a 


champ or wipe out like a poser. (Gr) 
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= Developed and published by Sony 
= Target release date: October PLAYSTaTion 2 


S A MAD Creation for the purpose of sports entertain- 
ment, you've been made into a human/motorcycle hybrid— 
basically a body with front and back wheels. This odd racer 

will have you speeding down narrow roads and tight turns 
while performing sick ground and air stunts. An early ver- 

sion of Kinetica looked fantastic and had solid controls, 

even in the two-player game, but it also closely resembled 

another futuristic racer, Extreme G3. J 
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BY FOUR-EYED DRAGON 


= Developed by Savage Entertainment 


= Published by Konami/Universal Interactive 
NSPIRED BY THE action in the lat- | ™Target release date: November 


est Jurassic Park movie, Survival will cast 
you in the role of David Vaughn as he leads a group investigating the dinosaur-infested ze, 
island. Before you know it, you'll be fighting for your life not only against ravaging . 
saurians but also deadly terrorists who are trying to smuggle dinosaur DNA off the 
island. You'll need to outsmart your enemies through jungles, caverns, and the science 

| [=ssq compound, while trying to save 
your own team from extinction. J 
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BY FOUR-EYED DRAGON 


= Developed by Digital Integration 
= Published by Titus 
OW YOU CAN join 4 Target release date: October 


Maverick and friends in 
some serious aerial combat. Instead of following the popular movie's story, 
you'll fly 34 missions spanning three decades in international locales that 
include the Gulf and northern Russia. You'll also get to control some of the 
U.S. Navy's top flyers, like the F/18 Hornet and F/22 Raptor. While the visuals 
in the hands-on build still needed improvement, the controls were smooth 
and precise. If Titus makes the necessary adjustments, Top Gun could rule <a ‘ rnemee 
the unfriendly skies. te 
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BY TOKYO DRIFTER 


@ Developed by Digital Illusions 
= Published by TDK Mediactive 
= Target release date: November 


HE GENTLE, GREEN ogre known as Shrek is making his way onto the Xbox 
and is promising some impressive visuals. The game will preserve the movie's edgy, 
comic style in three worlds divided into 12 levels and 36 missions. After seeing 
the movie, if you said to yourself, “I could use a whole lot more sarcastic fairy- 
tale action,” you’re in luck ‘cause TDK is touting 80 hours of gameplay. Shrek is 
scheduled to be out at about the same time as the home video release and the 
Xbox launch this November. 


= Developed by AM2 
= Published by Sega 
= Target release date: September 


DREAMCAST 


N AM2’s NEWEST release for the Dreamcast, you'll slice between immense skyscrapers and soar above lava-belching 
volcanoes while unleashing barrages of bullets at your enemies in grueling, every-canine-for-himself dog-fights. 

The preview version incorporated an interesting juxtaposition of futuristic environments and retro-biplane design. 
The graphics were crisp with smooth textures and beautiful lens flare effects, while the frame rate never dipped below 60 
frames per second—even in multiplayer mode. Nevertheless, sluggish 
maneuverability combined with an excruciating pop-punk soundtrack 
may ground this game. (G) 


BY FOUR-EYED DRAGON 


= Developed by Hudson Soft 
oT prom — =— . "= Published by Sega 
HIS POPULAR PARTY game has already appeared on almost every sys- i | =Target release date: September 


tem, and the latest incarnation is about to explode onto the Dreamcast with 
an online mode that will enable at least four people to compete. Other extras will include new modes, a character-edit 
system, and five exclusive Dreamcast stages. In the preview version, you could kick, throw, and punch bombs in crazy maps 
without a hitch. The bright three-dimensional visuals, however, often disoriented players who were used to playing the top- 
down two-dimensional versions. Nevertheless, even the i ised modes of Bomberman Online looked fantastic 
seo | ae : 223 ge re A and a much 


DREAMCAST 


GAMEPRO OCTOBER 200! . 94 | WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


BY BAD HARE 


®@ Developed by Visual Concepts 
= Published by Sega 
= Target release date: September 


DREAMCAST 


ICTURE, IF YOU can stomach it, a pudgy plumber in a loincloth— 
Mario Beach Party. That’s sort of the setup for Ooga Booga, the 
Dreamcast's latest party game. The volcano goddess Ooga Booga chal- 
¥. = oe lenges Kahunas to mini-games in which you collect shrunken heads, 

© hurl fireballs, ride boars, and smack your friends with sticks. It’s 
| weird fun and it supports four players online, though the fixed chase 
; camera can make you sick fast and the audio in the preview version 
became repetitive. Will the oddball Ooga Booga appease angry, vengeful 
Dreamcast owners? J 


BY DAN ELEKTRO 


= Developed and published by Acclaim 
HERE ARE THREE speeds PPeRE AE SSIES HET slide 
in Acclaim’s futuristic motor- 
cycle racer, Extreme G3: fast, faster, and oh-dear-lord-|’m-blind. How does 1200 miles per hour grab you? At 
60 frames per second, it will probably grab you rather firmly. In the preview version, the visuals were as sharp 
as the controls, offering a good grip on the road and a gorgeous view of tomorrow. When you break the sound 
barrier somewhere around 650 mph, the audio will drop out—natch. Slow down a bit, and you'll hear the new 
techno soundtrack by Ministry of Sound. Will gamers want— § TEE : 
or need—Wipeout Fusion after this? G 


BY BAD HARE 


= Developed and published by 3D0 
= Target release date: Third Quarter 2001 TRAYOT ATION & 


HATEVER HAPPENED TO Shinobi? 
His spirit lives on in GoDai: Elemental 
Force, which looks like it will be the evolution of the old-school martial arts action game with a dash of Crouching Tiger 
thrown in. Our hero is, well, Hiro, who must master the five elements (or GoDai) in order to battle his dark ninja 
nemesis, Akunin. In addition to throwing-stars, swords, magic attacks, and good old hand-to-hand combat, the game will 
offer 16 single-player levels plus six multiplayer-only arenas for games 
like Fury, Projectile, and Magic Off. Be ready this fall, grasshopper. G 
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Arcanum: Of Steamworks MATURE 
And Magick Obscura By Sierra 


Foul language is rare, but powerful 
characters tend to make a bloody, 
gory mess when they strike dead 
an opponent. And, although you 
never actually see anything ex- 
plicit take place, it’s possible to 
visit a brothel or meet a charac- 
ter who offers sexual services. 
A menu option lets you toggle 
the level of language and vio- 


AURBE. 
lence, however. 


Grand Theft Auto Ill 
By Rockstar 


MATURE 


Grand Theft Auto III is definitely 
geared toward adult gamers, with a 


CONTENT RATED BY 
ESRB 


PlayStation.c 
car-jacking theme and a wide variety [iim 


of weapons to use in your “‘profes- 
sion.” The game also has a fair share 


of blood, gore, and colorful dialogue g nd 
that’s oriented more toward older G BFG 
gamers, as almost anything goes augca pig 

while you strive to be a “model” 


employee in the car theft world. 


Silent Scope 2: Dark MATURE 
Silhouette By Konami 


The sole focus of the gameplay in 


Silent Scope 2: Dark Silhouette is 
PlayStation.c 


gunning down enemies, so its vio- eee 


lence can't be denied. Playing as one 
of two good-guy snipers, you take 
out enemies from afar with the aid 
of your sniper rifle. There’s minimal 
blood and gore, but this definitely 


Nar Ctheanerte 


isn’t suitable for younger or more 
impressionable gamers. 


Zone of the Enders MATURE 
By Konami 


Zone of the Enders is filled with mech- 


CONTENT RATED BY 
anical mayhem during which buildings ee 
; PlayStation.c 
and other structures are trashed with 5 : 
almost no blood or gore. The included ; 
demo of Metal Gear Solid 2: Sons of 
Liberty, however, features splashing 
blood, gunplay, and hand-to-hand 
fighting, and is probably the reason 
that the overall package received a 


Mature rating. 


Maximize your video gaming fun! Make the right 
purchasing choices by knowing exactly what 
kind of content is inside each game. 


Extermination MATURE 
By Sony 


Players contend with flesh-eating 5am 
aliens and a deadly disease from are se 
outer space in this “survival/horror” 
game. There are several close-ups 
of corpses (which the alien worms 
do actively eat) and lots of green 
slime, plenty of guns, plus scary 
imagery of attacking monsters and 
mutated humans. It’s not excessive, 
but Extermination is also not for 
the young or the squeamish, either. 


Resident Evil Code: MATURE 
Veronica X By Capcom 


Resident Evil Code: Veronica X has Ny) 


CONTENT RATED BY 
ESRB 


a substantial quantity of blood and 
gore. Most of the plasma spilled, how- 
ever, is that of your adversaries, who 
consist of monsters, zombies, and 


| \ 
ra ¥/ 
CODE: Veronica 
eo XN 
\ ees : 
other unreal creatures. Nevertheless, od 
this Resident Evil outing, like its pre- > Aa ) 
decessor titles, would be very scary 
for the younger or more impression- 
able gamers. 


Twisted Metal: Black MATURE 
By Sony 


While the previous Twisted Metal a ameaieal 
car/combat games have been rated ae 
Teen for their slapstick/action-movie 
style chaos, the series’ PS2 debut 
goes much further into dark terri- 
tory. In addition to some gruesome, 
nightmare-worthy characters, cine- 
mas, and imagery, TMB features pedes- 
trians whom players can run over. 


Definitely preview this one first. 


Alien Front Online 


By Sega 


The only violence is massive 
explosions and other dam- 
age that you inflict on your 
opponents, though you'll 
run over human or alien 
troops who get in your 
path. There aren't any 


Dreamcast 


death animations or splat- 
tering blood during the 
destructive scenes— 
which make up the bulk 


of the game. 
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Armored Core 2: 
Another Age By Agetec 


Violence involves lots of cold, im- 
personal robots blowing up dramati- 
cally, as well as some general grand 
property damage. Occasionally, you 
crush tiny driving cars, but you can 
only assume that there was someone 
inside driving it. Thematically, the 
worst Armored Core 2: Another Age 
promotes is dishonesty and inter- 


Dark Angel: Vampire 
Apocalypse By Metro 3D 


Monsters bleed red and the droplets 
spray the scenery, then dissolve as 
Anna, the female warrior, hacks 
through countless gangs of vicious 
creatures. The beasts in the game 
let loose eerie screams and cackles 
as they feast on hapless villagers and 
chomp down on you, too. However, 
no human characters actually die in 


GAMEPRO 
EXPLAINED 


Our Rating 
System 


GamePro evaluates every game 
in four categories: Graphics, 
Sound, Control, and Fun Fac- 
tor. Ratings range from 5.0 (the 
ultimate) to 0.5 (the worst) in 
half-point increments. Games 
with a Fun Factor of 3.0 are 


corporate backstabbing. this game. average; those with a Fun 


Factor of 4.0 or higher are 
recommended. 


ibe: 
a Aglal 


Graphics: 


MechCommander 2 
By Microsoft 


Ephemeral Fantasia 
By Konami 


The Teen rating stems mostly from In MechCommander 2, you control 


some dialogue-driven sexual innu- giant human-driven robots from an 


endo. The female character-models overhead view as they blast and 


in Ephemeral Fantasia have hyper- shoot other human-driven robots. 
Judges the overall 
artistic quality of 
the animation, cine- 
mas, and scenery. 


exaggerated Lara Croft—like proper- The graphic violence is mostly 


ties, and an uncomfortable amount robot versus robot, though human 


of dialogue revolves around that fact. characters can die when their robots 


Plus, every now and then, the lead 


are destroyed. The only onscreen Sound: 


Critiques the music 


villain kills someone for personal blood is seen when your robots and sound effects. 


amusement, sometimes resulting in decimate tiny foot soldiers, but it’s 


Control: Rates how the inter- 
face and control-pad 
commands affect the 


action and fun. 


a good-sized blood fountain. 


seen from far away. 


Fun Factor: Are you going to have 
a good time playing 
this game? 


GamePro.com 
Connection 


Whenever you see this symbol 
within an article, that means 
you can go to gamepro.com to 
find late-breaking information 
on the subject of that article— 
from additional game 
coverage, special 

strategies and 

codes, to... who 

knows?! Check 

out gamepro.com! 


Mobile Suit Gundam: 7 
Journey to Jaburo By Bandai 


Time Crisis Il 


By Namco 


This Gundam game is based on the This lightgun shooter 


Japanese animated TV series, but it involves pointing 
certainly isn’t Saturday morning fare. 


Adult themes about life, death, and 


a plastic gun at the 
TV and shooting 


morality permeate the dramatic story. wave after wave of 


The combat involves basic robot bad guys, so it’s not 


violence and, although the resulting suitable for youngsters. The violence isn’t over the top— 
deaths are not graphically shown, no blood or gore —but shooting is central to the game, so 
the consequences can be emotion- parents should make sure they’re comfortable with that 


ally intense. before letting their kids play Time Crisis Il. 


Note: Some box art does not display final ESRB ratings. 


ESRB RATINGS FOR ALL GAMES REVIEWED IN THIS ISSUE 


Arcanum: Of Steamworks PREVA CO VV AES iaicnns vidsisinidcediciedsdecktasacgachatnmabecas 
TNC REBOUND vitae cckivecJsdvisdenssevcnescicacavess i 
ilu cic ies Dance Dance Revolution Disney Mix.............. elapse eas abicasibiaiaal sige 
ene SP Bete ents care about the content of 
hinsphas yaks paebucuabuai\bacsbovcescassxeocedécness ESPN X Games Skatwhonedingsc. 55. dhs video annes thelr childees 
Resident Evil Code: Veronica X..............ccseeees play. That’s why every review 
- ; a i Independence War 2: Edge of Chaoa............... printed in our magazine and 
ee ene een nee eorrortentesetatie 6 Mans’ 24 HOUPS sccscidaseivaserosmsiscsaasevasass posted on our Web site lists 
Uy Be td ee ere the ESRB rating. Below, we’ve 
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rating as games are often not rated until 
theyre ready for review and purchase. 


Mobile Suit Gundam: Journey to Jaburo ........ 


gE Syn og | eR er eee eee eee ae ee ee 


GAMEPRO OCTOBER 200! 99 | 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


OI}, 


A] PRORE Views 


$59.99 (includes 
GunCon 2) 


Available 
September 


Shooting 


4@@ HE CLAsSsic Time Crisis II has been slurping dollar 
bills from the pockets of lightgun-shooter fans for years 
now, and at last Namco is releasing a home version for the PS2. 
Fortunately, it’s an excellent port, brimming with extra modes, | i 
secrets, two-player options, and that familiar, captivating gameplay. oe rou oe : 
eee © oneee e eee e PROTIP: If you instantly duck as soon as you see 
Skipping over the laughable story—after all, you will—Time Crisis I| 3 red circle, you can dodge incoming fire—but it takes 
stays true to the crouch-and-reload formula of the arcade original. perfect timing. 
Working with a partner, you chase bosses through the arcade version's three 
levels, mowing down hordes of cannon fodder, occasionally ducking under 
obstacles, and even snagging a machine gun or two. 

Because you'll blast through the Arcade mode pretty quickly, Namco has 
beefed up TCI! with many cool extras. On the one-player side, you'll find a 
shooting range, two old arcade games (Quick and Crash, a quick-draw and 
accuracy contest; and Shoot Away 2's skeet shooting), and the option to plug 
in two lightguns for two-fisted John VYoo-style mayhem. 

The best part, though, is the two-player side. If you play split-screen, the 
game goes widescreen so that each player has a fully proportioned but pretty 
tiny screen, or you can connect two PS2s and two TVs for some awesome 


i.Link action that perfectly mirrors the arcade experience. 


PROTIP: Enemies in red, anyone 
shooting at you, and enemies with 
rockets or grenades are top priority. 


QW him @ ~~ 6 li ae ae we ee aa, 


MANUEL! LUCA 
On the control side, TCII performs sweetly with the awesome GunCon 2 (see sidebar) or the original GunCon from 
Time Crisis for the PlayStation. The option for playing two-fisted with double lightguns isn’t especially practical in terms 
of playing the game well, but it’s ridiculously fun. If you have to, you can play TCII with 
a dual-analog controller—it works, but it’s lame. 

Visually, TCIl actually outshines its arcade parent with sharp lighting and snazzier 
scenery and character models. It’s not jaw-dropping, though, and the shimmer of 
anti-aliasing can be distracting. As for sounds, booming weapons fire rings out in 
the thick of the action, while campy voices and 
music pace the cheesy cut-scenes. 


A A RE 

FURS &. EHF ES 5 

TCIl carries over beautifully onto the PS2, 
delivering a thrilling test of reflexes and aim. 

Granted, it's a very short game that certainly won’t 
mesmerize you for weeks, but the value of its multi- 
player side as a killer party game makes it a very 


worthy addition to your PS2 library. @ 


pum t 


tage 2 Scene 1, shoot 


the gray metal strip on this platform i se on Se te 
to take out all the enemies. In the next PROTIP: Shortly after you reach the street in Stage 1 
scene, shoot the red fuel barrels for | Scene 1, shoot the oil tanker in the background; its 
similar results. explosion takes tons of enemies with it. 


AEI <R 2001 


Developed and published by Namco 


2 players 


FUN . 
FACTOR 


GRAPHICS SOUND CONTROL 


TEEN 
CONTENT RATED BY 


Two-player split-screen action is wide- 
screen so neither player's view is 
cropped off. And you can use one 
old GunCon and one new GunCon 2! 


{LSiDe FHS GUNCEN “« 
While the original GunCon 
works with TCI, it's worth 
springing for a bundled copy 

of the game that includes a 
GunCon 2. This featherweight, 
highly accurate lightgun is enor- 
mously more comfortable than 


ef 


its predecessor. Bet- 

ter yet, it features a 

hugely improved but- 
ton layout that offers several 
natural-feeling options for re- 
loading, including one on the 
butt of the gun. Talk about 
setting a new standard.... 


RATING 


GRAPHICS 4.0 


TCII's graphics surpass the arcade orig- 
inal with slick lighting and scenery. They 
won't stun you into silence, but overall 
this game looks sharp. 


SOUND 4.0 


Thunderous sound effects keep you in 
the heat of battle, while the cheesy 
voices and music maintain the story 
line’s B-movie atmosphere. 


CONTROL 5.0. 


You can’t beat the GunCon 2 for accu- 
racy and comfort, and Namco gets 
major props for adding an awesome 
double-gun setting that lets you blaze 
away with two lightguns. 


5.0 


FUN FACTOR 


Like all lightgun shooters, Time Crisis || 
is a little short on depth, yet it doesn’t 
skimp on sheer adrenaline-soaked ex- 
citement. Killer two-player action makes — 
it a peerless party game. 
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KOCI 
® 


www.koeigames.com 
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Unique skateboarding/adventure game that pits you 
against mysterious alien creatures! 


*» In addition to the 10-stage Street Mode, practice 
tricks and combos in the Skill-Up Mode! 


“™s- Unlock different parts of the City using 8 wacky 
characters! 


> Lay music tracks in the Live Mode, or challenge a friend 
in the Versus Mode! 


Mild Violence 
ESRE 


Yanya Caballista: City Skater is a trademark of KOE! Corporation and KOEI Co., Ltd. © 2001 KOEI Corporation. All rights reserved. “PlayStation” and the 


“PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


sa A 


A 
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PRORECVLEWS 4S) ONT 
a * _— Developed by KCET GRAPHICS SOUND CONTROL FACTOR 


Published by Konami 


. NE OF THE most innovative arcade “gun games’ ever devised, $49.99 Shooting 
ae Z : Available 2 players 
Silent Scope gets a home-version sequel under the code name Senternber (via L.Link cable) 


of Silent Scope 2: Dark Silhouette. Despite the sequel’s 
plethora of hidden features, the game can’t quite over- 


come the first title’s key limitation: an Arcade mode 
that quickly becomes tiresome. 


SILENT AND DEADLY 
Silhouette duplicates the play engine of the 
original. Armed with a sniper rifle, you scan QE (NY eee ——e oe ee 
the playing field for enemy snipers, then zoom 
in for the kill. In addition to an army of none-too-alert ; a ee 
snipers to deal with, you line up tough end-level bosses who : : sims. TOTAL TIME 14°34"27 ORE _ Sogemeo0 PROTIP: When you battle the Collec: 
come at you in everything from a tank to a giant cargo plane. Bis —HbR. in cect Teenie | ne ia = out his sniping cronies on 

Silhouette puts you behind the reticles of two snipers as you sgt ea = i ee 
take out terrorist threats on the London Bridge, in the Swiss Pan 
Mountains, and elsewhere. The choice of two characters adds 
welcome replay value to the game, as each sniper views the 
action from completely different angles. The cumbersome two- 
player i.Link setup, which requires two TVs and two PS2s, is a 
sweet experience for dual snipers, too. 

Silhouette’s biggest strength is the home-exclusive Original 


mode, which is loaded with mini-missions, secrets, and an addi- 


‘cision _ CREDIT = Ree CREDIT. 
tional shooting range. However, because several secrets can be PROTIP: Zooming in on nurses rewards you with PROTIP: To save time, pinpoint a 
unlocked only by performing certain actions in Arcade mode, a bonus life, and spotting a butler nets extra time. target, zoom out, fire, and then move 


you'll face many repeat plays of what quickly becomes all too on to another target. 


familiar territory. 


ARMCHAIR SNIPER 
Silhouette hits the bull’s eye in almost every other aspect. Although it lacks the rifle peripheral of 
its arcade forefather, the simple and responsive controls are an excellent alternative. The only 
drawback is jerky scope movement when you home in. 

Excellent visuals flesh out potential targets while adding atmosphere to the surroundings, 
and although the 1970s cop-show music score (think “Tonight on Barnaby Jones’’) may 
er sound dated, it’s fitting. Solid sound 


> er 2 


BIN: 1 Pye" 03:62 € 00012000 


effects ring throughout, but the 
bad-joke dialogue will frequently 
make you cringe. 


PARTING SHOT 
In all, Silhouette is a worthy 
successor to Silent Scope 
despite the repetitious re- 


GRAPHICS 
ark Silhouette’s graphics are 
and detailed, although occasional rough 
edges and distortion distract. 


ward system that hampers 
the overall package. The se- 


PROTIP: At the Shooting Range in Original mode, 
look for the woman holding a clock. if you hit the 
clock, you gain extra time; hit the woman, and you 
lose valuable seconds. before purchase.’ (G7 


quel is better than the original 


The jazzy score perfectly fits the on- 
screen action, and the sharp sound ef- 


but still comes with a warning: 


“Test first on practice range 
fects are a plus. Just try to ignore the 


hokey dialogue. 
DTA. TIME, 15°S7"10),,, SORE, | QO0BESOO | 
lo ae 3 Bw wi © Silhouette’s remarkably simple configu- 
ration and responsiveness make the 
game a snap to pick up and play. The 
only hang-up is the pinpointing difficulty 
you'll have while zoomed in on a target. 


FUN FACTOR 4.0 


Silhouette is better than the first Silent 
including two se- Scope, but it can’t get past the repeti- 


3 scopes, anda 


tive games in Arcade mode. It’s a top- 


lined up behind the squat- 
notch shooting game but hardly one 


& 
i 
ter, fire and collect a Double Hit bonus. 


that you'll play for days on end. 
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BLOOD AND GORE 
VIOLENCE 


Soldier of Fortune® ©1999-2001 Activision, inc. and its affiliates. Ali ri 
registered trademark of Omega Group, Ltd. Activision is a by 

id Software, inc, Licensed by Sony Computer Entertainment 
Rights Reserved."PlayStation” and the "PS” Family logo are registered trade 


BY JAKE THE SNAKE 


m™ ™ Developed by Angel Studios 
fam @ Published by Infogrames 
oe un @$49.99 


@ Available now 


C+ P RO Re Vi e W rs 
Y POPPING THE Smuggler’s Run engine under the hood, losing the 


fe pesky cops, and throwing in more eye candy, Test Drive Off-Road: 
Wide Open clears the way for PS2 gamers to go anywhere they please—in style. 


An Outlaw Goes Straight TEST DRIVE 


In the heat of a race, it’s often difficult to tell 
whether you're playing Smuggler’s Run or Wide 1 
Open. Your vehicles handle with the same —— , oo. 
smooth, precise control that made Smuggler a - es —_ 
star, and you can go anywhere you see —Wide WYRI= (=) =) NY 
Open is an instant joy to pick up and play. 

You now have a wide choice of name-brand 4x4s—Dodge Durango, Dodge Ram, Chevy 
Silverado, Hummers, Ford Bronco, and others—each with four levels of upgrades. And 

# rather than running contraband past the cops, you're 

racing for prize money and glory. 


Virtual Sightseeing 

Veterans of Smuggler’s Run will immediately notice that Wide Open’s three 
huge levels are much more varied. The Hawaii level goes from cool, white 
beaches with bubbling surf to jungle hillsides dotted with bamboo huts to a 
huge volcano surrounded by desolate magma fields. The Yosemite level changes 
from hulking cliffs that loom over the green valley to burning forests tended 
by fire trucks. The high-octane soundtrack adds some fuel to the fire, but most 
of the songs are grating and the sound effects are ordinary. 


Finger-Twitching Good 
The three race types—Circuit, Blitz, and Scramble —make you 
alter your driving style significantly, though they're all some form 
of checkpoint-racing. No matter the race type, you're in for a 
wild ride through rock arches, along mountain spires, over vol- 
canoes, through volcanoes, past forest fires. Wide Open allows 
you live out your Hot Wheels/sandbox fantasies of insane jumps 
and crazy wipeouts. 

Luckily, you can choose the order of races within a season, so 
you don’t get stuck on one race, as some were in Smuggler’s Run. 
And without cops on you like moths on a porch light, you don’t 
have to worry about being smashed—there’s no damage meter. 
Your opponents are good, however, and any little slip-up can cost 
you the race. Still, Wide Open is more forgiving and easier to win 
than Smuggler, which is good for some, bad for others. If you 
liked the go-anywhere idea behind Smuggler’s Run but found the 
game too difficult, your future is Wide Open. G7) 


® Driving 


m2 players 


PROTIP: If you're on a course you 
don’t know well, stay behind another 
racer so you can see where they go— 
at least until you're near the finish. 


PROTIP: Circuit races give you a lot of time to catch 
up, so don’t quit if you screw up early. 


PROTIP: if y you're in 1 first saaees dis 
it easy. Your opponents are much more 
likely to catch up if you wipe out. 


GRAPHICS 4.5 SOUND cE CONTROL 4.5 


PROTIP: ren a race over and over? Try another 
vehicle, like this sturdy Chevy Blazer. No race should 
take more than a few tries to win in Normal mode. 


Wide Open has some of the most real- 
istic scenery seen on the P82. It’s more 
detailed and fleshed out than that of 
Smuggler’s Run, and is set in picture- 
perfect locales: Moab, Yosemite, and 
Hawaii. Plus, it whizzes by at a smoking 
frame rate. 


FP nase eee, £223 ees arr 


Hard-charging, high-octane music fuels 
your speed glands, but some songs 
could use a muffler. Engines rev as en- 
gines will rev, and tires squeal as tires 
will squeal. Nothing mind-blowing. 


Your vehicles handle like extensions of 
your body, and each feels subtly yet un- 
mistakably different. You'll experience 
every bump in the road all the way up 
your spine as you learn to read the ter- 
rain for the smoothest route. 
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GRAPHICS SOUND 


True North: 
When To Follow the 
Directional Arrow 


“133 mph RD] j ge 4 
PROTIP: Circuit races always 
follow a road or path, so stick to 
it even if the arrow disagrees— 
unless you see a good shortcut. 


PROTIP: | in Blitz races, ie arrow 
is your best friend. Obey it like a 
compass, no matter where the road 
goes, but look for a smooth route 
between checkpoints. 


PROTIP: In Scramble races, the 

“arrow will often lead you astray. 
Let the map and your own eyes 

tell you where to go. 


FUN FACTOR 4.5 


This is the best kind of game: easy to 
pick up, hard to put down; simple to 
learn, difficult to master. Your heart will 
flutter during tight, synapse-twitching 
races where anything can happen, in- 
cluding drives through forest fires and 
jumping volcanoes. It’s a blast. 


under Midway Home Entertainment 
and are m4 under license from Microsoft. 


other 


‘or 


registered trademarks of Mi Amusement Games, LLC. Used by permission. 
Sepauet tudes or Ueda of eceek Coreen te Oe en 


are trademarks or 
Xbox logo are elither 


Amusement Games, LLC. All Ri Reserved. ARCTIC THUNDER, MIDWAY and the Midway 
he Pa Farely tas ene mains Gadetatie of tone Conta Cate en ee 


Arctic Thunder © 2001 
* and the 


inc." 


Throttle the competition with hard- 
core hand-to-hand combat. 


Hyper-realistic racing velocity and 
major air give new meaning to 
“breakneck speed.” 


PlayStation.e 
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Make ’em feel you with combat 
weapons like snow bombs, mis- 
siles, and The Atomic Snowball. 


Mild Violence 


~~ A 


PRO 


REV 


PROTIP: Some dark areas require 
you to use the flashlight on your gun— 
and you can't move while searching. 
Watch for the laser to lock on to a tar- 
get and be ready to shoot. 


PROTIP: To escape the runaway in- 
fected train in Underground Tunnel— 
Area C, climb the ladder to your left 
as soon as the train cinema ends. 


PROTIP: Always use your + knife when 
picking_off little critters in close quarters, 
and always clear them all out before 
leaving the area. 
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FANS OF RESIDENT Evit have been looking forward to Extermination, 
Sony’s adventure/horror ile from ex-Capcom programmers and producers. 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


pe = Developed by Deep Space 
4 = Published by Sony 


= Adventure/ 


= Available now horror 


= | player 
Despite the pedigree, the result is 


disappointingly mediocre. 


INFECTOR GADGETS 


The game doesn’t stray far from the 

RE formula, as Extermination trades 
killer zombies for space worms, then 
throws in a limp love story in an at- 
tempt to, er, flesh things out. Dennis 
Riley is a marine on a covert mission to 
Antarctica who's haunted by his past. Once he arrives, he has 
to battle his personal demons plus weird worm creatures that are 

spreading a deadly infection—one that’s already turned humans into mutants 
and made them nasty meals. Most of the gameplay is walking around; collect- 
ing keycards, ammo, and health power-ups; and avoiding being tagged by the 
disease-spitting flying worms. 

Because the surroundings aren’t prerendered static scenes like RE’s, players 
can smash through crates and climb ladders, which makes the game more im- 
mersive. That interactivity has its drawbacks, however: Rooms don’t remember 
your previous visit, so broken crates are magically restored if you leave and 
return. The camera is unpleasant due to your very limited control over it, the 
analog joystick is a tad too sensitive, and, since this is a translated Japanese 
game, the lip synch is usually way off. The schmaltzy orchestral score is too 


PROTIP: When you find Shuggart's 
battery-operated detonator, go to the 
elevator button to stay clear of the 
melodramatic to be truly scary, while save points and healing med-labs are too falling steel tower. 
infrequent—be prepared for tons of pointless’ backtracking. 
So what's good in Extermination? The animation, the graphical 
detail, and the total lack of a cluttered HUD. It’s a pretty game, 
highlighted by some smooth character movement. And you do have 


the sense that the team tried to make a compelling, creepy game. 


DISEASED 


With Resident Evil Code: Veronica already out, Extermination 

would have made a bigger splash had it appeared earlier. Instead, 
it feels like a sci-fi rehash of a popular formula—in other words, 
for an adventure, it’s not terribly adventurous. Some lazy mistakes 


and no palpable sense of fear make Extermination more annoying 


than alarming. G PROTIP: After Cindy gives you the aed, use 


rapid, up-close shotgun blasts to take out the ele- 
vator monster. 


. BY TOKYO DRIFTER 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


r = Developed by Treasure 
/ #4 & Published by Conspiracy Games 


Bm $49.99 = Action/ 


@ Available now platform 
=| player 


IMAGINE BEING THROWN into a dreamlike world 
where vanity corrupts and the bizarre is at home. Such 
is the realm of Treasure’s latest action/platform game, 
Stretch Panic, in which Linda must save her |2 sisters 
with only the aid of a possessed scarf that serves as the player's primary 
interface with the game world. 

Stretch Panic’s graphics aren’t exactly cutting edge, but their sheer 
creativity earns high marks. A nice score and spot sound effects comple- 
ment the eye candy, although some repetitive tunes break the mood a 
little too often. The controls require you to master the use of the scarf, 
which takes time; this limited control scheme fits the context of the 


character, but many may become too frustrated to care. While it's possi- 


ble the casual gamer may be enchanted by the presentation, Panic's high 
difficulty level will probably delight only hardcore players. @ 
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Visit www.esrb.org or call 
1-800-771-3772 for more info. 
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“PlayStation” and the “PS” Family logo are trademarks of Sony Computer Entertainment Inc. Nintendo, Game Boy and Game Boy Advance are trademarks of Nintendo. © 2001 Nintendo. All other trademarks belong to their respective owners. f 


mo i el lUlUSlCUFlU flO COU ss 


4 
* 


. 


« * 


= he? 
a Se 
* ~ — .° 


~*' ee 
+ 


‘Mad Air. Mad At 


t ho . 
\ as 


> 
a 
iw 
n 
ae 
a 
” 
- 
9 
S 
< 
po al 


4@ 2004 


of 


A 


PROAe 


e}, 


LEWS 


BY STAR DINGO 


1 = Developed and published GRAPHICS SOUND _CONTROL. 
by Agetec =< 


A worD OF caution to all you prospective mech pilots: Don’t enter Ne m Action 
Another Age expecting a full-fledged sequel to Agetec’s giant-robot fighting we i sae 


franchise. This Armored Core 2 expansion pack adds about 100 missions and 
new multiplayer options...but not a whole lot more. 


Their Love Is Real, But They Are Not 


Another Age once again seats you at the head of a mech- 
mercenary outfit in the middle of a sci-fi corporate war. You 
accept missions from the various warring factit 


ns, take your 


gives you even more mech pieces with which to play, bringing up the total number of potential mecha PROTIP: Ammo costs lots of money, so conserve 
combos from a mere kazillion to a much more impressive-sounding googolplex. it! Use too much ammo, and you'll actually lose 
Otherwise, the algorithm remains the same: Beautiful mech graphics and money for successfully completing a mission. 


effects, but dull level designs; solid battle sou 


PROTIP: Invest in a good generator 
ASAP. Battle endurance is one of the 
first big problems. 


ids set to uninspired music. And 
while there is a fine variety of mission 
types, ranging from sabotage to city de- 
fense to arena contests, most objectives 
wind up being synonyms for “quickly blow 
up everything.” 


AC2: Another Age will appeal mostly 


to hardcore mech-tweaking fanatics who 
have run the first AC2 into the ground. 


ms ae PROTIP: Instead of a shield, equip © PROTIP: Monitor your energy gauge 
Uninitiated orga may want to give it a 


; an energy sword on your left arm. Itis and cease firing just before it runs out. 
rental just to see what this “mecha extraordinarily powerful and doesn’t __If it totally empties, you'll be seriously 
stuff is all about. 4G use up ammo. crippled while you recharge. 


{| BY TOKYO DRIFTER 


: , BD Gow F FUN 
JOURNEY TO JABURO is the first PlayStation 2 game based on the popu- ‘as @ jl = Developed and published GRAPHICS __SOUND_ CONTROL _ FACTOR 


lar anime series, and it takes players back to some old-school mech combat. 


Year-Long Journey 


by Bandai 
® Action 


=| player Esae 


The events occur during the One Year War and cover pretty much everything you 
need to know about the Gundam universe. The story is easily the games strongest ame 


i , 
Lovsix 126. 
J anes ¥ 


PROTIP: Wrangling the beam saber 
to do what you want comes down to 
positioning your mobile suit diagonally 
from the enemy, then quickly moving 
away after striking. 


a) oom 


PROTIP: Your main gun takes a while 
to reload, so don't get too close to ene- 
mies when you're running low. 
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suit (pun intended) as cinemas from the Ay re, MOBILES —=—=————— 


anime are combined with prerendered e% : 
CG movies and real-time cut-scenes. vas i0® af 
P . 
How Do | Steer This Thing? a OURNEY TO SABURO 


Loads of visual effects—like heat shimmers and motion blurs—complement 

the sharp renderings of the various mechs; the visuals fall short in the back- 

grounds, however, which are so generic, they border on bland. Luckily, 

high-quality music combined with good voice-acting really shift you into the 

high drama that is Gun- 

dam. The game's fre- 

netic battles are made 

all the more exciting 

thanks to the constant 

chatter of your com- 

rades as well as your There are only a few, but the prerendered 
enemies. CG cinemas look sharp. 

The clumsy controls could almost be passed off as being realistic 
for a mech—f it wasn’t for the fact that the RX-78-2 Gundam is a 
top-of-the-line model that should be a demon on two robotic 
legs. Limited button-customization, poor object detection, and 


The cut-scenes convey the story of the One Year War, 
sloppy beam-saber execution add to the frustrations. Still, Journey 


but check out the Gundam Mobile Suit: Movie Trilogy, 
which has been condensed from the original 43- _ to Jaburo is an enjoyable alternative for fans of giant-robot games; 


episode TV series, for more. The movies are the only hardcore followers of the series will enjoy the nostalgia. GB 
official releases in the U.5. 
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Silent Scope 2 Dark Silhouette brings heart-stopping, single and two player arcade action to 
the PlayStation@2 computer entertainment system. You'll be armed with the latest hi-tech 
sniping equipment like the X-Ray Scope in order to thwart terrorist attacks throughout Europe. 


With stunning graphics, multiple story lines and four modes of play, Silent Scope 2 delivers 
hours of sharp-shooting suspense. When there's no place to run all that's left to do is fight. 


MATURE 


Blood 
Violence 


PlayS ta tion.2 www.konami.com 


SILENT SCOPE Dark Silhouette™ is a trademark of KONAMI CORPORATION. ©1999 2001 KONAMI. ALL RIGHTS RESERVED. KONAMI@ is a registered trademark of KONAMI CORPORATION. 
“PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


KONAMI’S LIMITED US, release of Dance 


arrows on the dance-pad controller (an optional extra; you can also use a regular 
controller, but the dance pad adds a lot). Moving your feet to the beat is easy at 
first, but as the complexity increases, you're soon scrambling to keep up. 


prised by your accuracy rating at the end. It also adds Dance Magic, a combat mode 
for two players: When you do well, attacks are automatically thrown at your oppo- 
nent that speed up or slow down their arrows. This addition should make competitive 


PROTIP: You may want to buy a dace re or 
two. Even with third-party controllers, the game 


BY MISS SPELL 
™ Developed and published by Konami a 


@$39.99 & Dance/ 


® Available rhythm 
September @2 players 


FUN 
FACTOR 


CONTROL 


: : PROTIP: Perfect and Great steps 
Dance Revolution backfired, leaving many _ fink to form combos. Anything lower 


fans desperate to get their paws on that __ will break your streak. 
funky, fun title. Happily, Dance Dance Revolution: Disney Mix gives 
‘ . gamers another chance to snap it up, this time with a kid-friendly flair. stepped. Staying locked on the center of the pad 


PROTIP: When you step, remain where you've 


prevents you from learning the song's natural move- 
Who’s the Leader of the Club Remix... ? ment patterns. 


DDR’s gameplay is simple in theory: Four onscreen arrows correlate with four 


This new incarnation updates your grade while you dance, so you won’t be sur- 


dancers happy, but will frustrate players who are just in it for the fun. , = 

; PROTIP: Don't fecoite distracted by 
Disney Boogie? the graphics and don’t look too far 
ahead. Keep your focus just below the 


Unfortunately, Disney Mix suffers from some visual drawbacks. The lop arrows. 


background animations are looped and seem stilted—not the kind 


of smooth flow you expect from a late-generation PlayStation. title, Meee eeeaas 
let alone one licensed by a famed animation studio. Worse, the back- CaS 
grounds are distracting, and you can completely lose upcoming direc- healt n'balee 


tional arrows in the bubbles and confetti. 

The Disney music isn’t quite as infectious as the DDR originals, 
and some people will cringe at “Chim Chim Cher-ee” and “It’s a Small 
World (Ducking Hardcore Mix).” Take heart though—only eight of 
the 20 tunes are from the House of Mouse. a | 

Even with its small glitches, this game is worth the Disney dollars PROTIP: Fiore’ : ggg orn diffi- 


is much more fun when you're moving—and is °° rabid DDR fans. If you mastered (or completely missed) the origi- culty between two and three stars— 


even better with a friend. 


PROTIP: Before choosing your Disi- 
mon, check your cards carefully for 
their support effects in order to for- 
mulate a strong plan of attack later. 
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nal game and need a new challenge, take this one home. £9 don't let it throw you. 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


SJ = $29.99 ™ Strategy 

‘t/ ® Available now m™2 players 

IN BANDAI’s POKEMON knock- 

off, Digimon Digital Card Battle, you travel to 

several cities and fight it out with other Digimon card players in virtual battle [EIS tS0 Stites 

arenas. Along the way, you amp up your customizable deck by racking up spe- : SS 

cialty cards after each victory...yawn. OS 
Digital Card Battle doesn’t offer anything beyond the real card game, except p 2 aaa Cr "Sal a 

for the crude polygon fighting sequences which, thankfully, can be deactivated. es 

The basic interface makes navigating the rudimentary menu a breeze, and the 

game can become addictive after you master its confounding rules. True strategy, 

however, is jettisoned by unpredictable card draws that cause the matches to 


vacillate between frustrating and extremely boring. 


PROTIP: The bay to victory is Dig 


: volving, so don’t use up your strong- 
painfully annoying music that sounds like the kind of crap pumped out of est cards too early. Hold on to the 


Neo Print machines. All told, this game is a lackluster effort that will appeal cards that will be compatible with your 


only to diehard digifreaks. (3 Seat :." acquire enough 
givolve Points. 


Digital Card Battle also suffers from an unimaginative presentation and 
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90 HOLES IN THE 
PALM OF YOUR HAND! 


PTA. AOU fl 


“Official NW 
Nintendo 
\. Seal of Quality 


: "BIRDIE | 
Le a es 


a pncceetescsenion SAME: +0 


Hit the links for the first time Choose from 14 golfers, Tee off with up to 3 other players. 
on the portable convenience of $5 courses and a variety of clubs. 
Game Boys Advance. 


EVERYONE 
" Sas caematrsaa, jeer Pa 
came am. 
‘5 KONAMI 
GAME BOY ADVANCE ESRB www.espnthegames.com = 


© 2001 Disney. ESPN and ESPN the games are trademarks of ESPN, Inc. © 2001 KONAMI ALL RIGHTS RESERVED. Final Round Golf™ is a trademark of KONAMI CORPORATION. KONAMI@ is a registered trademark of KONAMI CORPORATION, ee 
Produced by Konami Computer Entertainment Osaka, Inc. LICENSED BY NINTENDO. NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. © 20071 NINTENDO. The ae ae is Sa tademark of te 
interactive Digital Software Association. 


www.konami.com 


a 7 BY FOUR-EYED DRAGON 
5 = Developed and published by Sega 
@$29.99 @ Fishing 

@ Available now ml player 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


THE SEQUEL TO one of the best fishing games ever delivers nothing 
but a fishy stench, instead of a prize catch-of-the-day. 


Getting Lured In 
Bass Fishing 2 has been completely re-created for a more realistic, angler 
feel. For enhanced simulation gameplay, Bass 2 now features real-life lakes and ‘ | 
their complete ecological systems, from what's under the bridges to the BROTH: Fish stay at the bottom when PROTIP: With top-water lures, irk 
shallow grass areas and the beach side. Weather and time of day also greatly jt rains, so use deep-water lures. the bait like it was a f fly in pe water. 
affect the mood of the fish, plus you have 100 lures to cast. ae = 
The most apparent change in Bass 2 is the fishy...er, fish A.l. Far from the “bite anything” behavior 
of the first game, bass won't look twice at your bait this time around unless it meets specific con- 
ditions: movement, color, depth, etc. While this certainly mirrors real-life fishing, it also takes away 
from the excitement of knowing that you-can reel inva wiggling fish at any time. The arcade game- 
play has been replaced by frustration as you wait in bore- 
dom for just a nibble on the hook. At least the controls 
are intact from the original, enabling you to bring in your 


catch without any problems. 


The Fish Aren't Biting 
Bass 2 has been given a facelift, but the sounds remain 
the same. Sharp-looking characters and vivid environ- 


ments are the best visuals you'll find in any fishing game, PROTIP: At oka Eagle’s Deer Creek, fish at this — — 
De EL but the music assaults the ears with subpar, effete tunes. with crankbait-there are many medium-to-large bass 
PROTIP: Remember to just stop reeling If you want a true fishing simulation, go and.cast out ‘located here. 

in if the line is about to break. Once the 
tension goes down, start reeling again. 


writer 


a line yourself—it's not worth the agony of waiting. Bass 2 
doesn’t have the same fast gameplay as its predecessor. (Gr) 


BY FOUR-EYED DRAGON 
SRAINLESS ACTION-SHOOTING DOESN ’T get more engaging — = Developed and published by Sega GRAPHICS SOUND _CONTROL__FACTOR 
than Alien Front Online. Without depth, though, the endless destruction e~ = $29.99 = Action 

eventually becomes repetitious and tiring to the eyes. ~~ m Available now =8 players 


Ina deathmatch peel ruth- 
| fl. less aliens and Tesilient humans, 

you choose to fight on either 
side for the fate of Earth. Within \ 


| each faction, you control one of — uly eed nay nt, r 


seven others. The objective, however, remains the same: total’annihilation of 
the enemy, without any gameplay variety. - 
To make crushing the competition easy, AFO’s controls are simple. You 
SO just | use the analog stick to move, trigger buttons to strafe, one button for your 
ey % ae ere ee eee cannon, and another to fire special weapons. But there are problems: You 
- “cant adjust your weaponry up or down, so when on a hill, you can’t blast enemies below you..And because 
, the vehicles are slow, making sharp turns and strafing to avoid incoming artillery gets annoyingly tricky. 


games. Despite fi et | 
withno depth, hile 


3 


tion; and whilgeahe eo talk to mote galt using the 
___ microphone accessory is a great idea, when you’ re chatting with 
comrades, words are muffled and unclear. 7 
All told, Alien Front Online i isa mindless shooter that doesn't PROTIP: Inthe Arm >. just a 
. break 1 new ground. It’s a renter for ‘Dreamcast buf poping for protect the Iwo or three gu 1ONE  BRePTD: Circle a: ee 
a no- “nonsense online action. G = * A al nt need to save oF tt - se=it will also help you ave c 


a = ‘ Oo will ” = ;- im 3 
: wrid = o . % i ee # 4 Z ae 
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Visit www.esrb.org 
or call 1-800-771-377 
for more info. 


sWorld, TransW 


From Pipeline to lavarua. 
Drop into 30 of the world’s 
sweetest breaks with 13 of 
the world’s top surfers. Use 


the moves that made them 
famous as you shred an end- 
less set of the most realistic 


waves to ever grace a video 
game. Immerse yourself. 


a s BY ATOMIC DAWG 
A we a ~ P > Developed by Tiburon GRAPHICS SOUND _ CONTROL _ FACTOR 
4 ‘| ™ Published by EA Sports 


PROsG:CaVaienCrl/eSeeel 9 


Available now 8 players 
(with adapters) 


Show Time Meets Go Time in Madden PS2 — 
PLATFORM W HEN YOU'RE AT the top of your game, you can afford to con- - 


piayeeation 2 centrate on the details. Madden NFL 2002 maintains its All-Pro 
rep as it heads into its second season on the PlayStation 2. 


As usual, the NFL is out in force. You get all 3} teams, and you can X 
even get an early taste of the Houston Texans in Exhibition or 
SPORT Franchise mode. After that, the team count gets as crazy as Eo 
Football ever with [26 all-time teams (spanning the ’50s to the 


90s), 31 franchise all-star teams (even the...shudder... 
All-Bengals and All-Cardinals); and an NFL Europe 
Alumni team. If you still don’t see what you want, 


this year you can use the j —— 
wads Create-a-Team mode to \ we é. ‘ PROTIP: With Jerry Rice as wide receiver, the 
build your own. aaa Raiders’ offense is very well-balanced. Here, No. 80 


still has sticky hands and hasn't lost step. 

Looks Like a Player 

The graphics look sharp and silky smooth with animation that’s 

so real it’s eerie. This 2002 edition also ups the in-game eye 

candy. Post-play cinematic replays are more frequent, which is 

either going to turn you on or off depending on your mood. 
Madden 2002's cinematics focus on the. And there are new close-up shots of the coaches, although 
coaches this year. .. several of them appear to have been separated at birth. 


yikes omen thanmennannaniroaaleyrameeremneen abrosyntenrettngt ye inca onkieh tit 


The sounds score extra points, too. This year, the crowd is —  tavans 
=| more wild than ever: Plus, John Madden and Pat Summerall don’t 
Seem to repeat themselves as much as in the past. 


Brains Behind the Brawn 


The real highlight for Madden madmen is the buffed-out A.l.: PROT: When you press < to make a ballcarrier 
sprint, remember to lift your thumb off of the button 


On defense, the game reacts more quickly than ever to your 
ga q y y so that the sprint can recharge for another burst 


Se an, offensive tendencies. of speed : 
" PROTIP: If you pass every down, the At least the precise, dependable controls make you competitive. Lie 
All. gets wise. Mix in some running plays [here's also a welcome modification and a great addition: The kicking game GRAPHICS 5.0 fae 
to change the pace. ; has reverted to the three-button-press system, a better test of skill than Madden's graphics and animation are 
Sgeairinet 2001's two-press technique. And now you can shift the linebackers as well as money, and, this year, in-game cinemas 
the defensive linemen. following successful plays show more 
To help you outwit the cunning A.l., you can practice more, too. In the camera angles and close-ups. However, 
# cool Training mode, John Madden coaches you through the basics of several Some coaches like Brian Billick, George 


Seifert, and Jim Fassell appear separated 


formations. Additionally, the new Two-Minute Drill quick game enables you ; 
at birth. 


' to have fun and quickly practice your offense under game conditions. 


. fa Big Hittin’ Football st 
rears acai ane 20 fear Sie ~Madden football is on a roll, and even in the face of future competition from ‘The roar of the crowd makes you feel 
PROTIP: Use the Two-Minute Drill to the likes of NFL 2K2, it continues to set the standard for PlayStation 2 foot- _like you're at the game, And John, P at, 
practice your offense against the full- ball fare. It’s yet another great season for Madden in 2002. @ JB, and Leslie don’t repeat themselves 


speed A.l. defense without a lot of as much as in other Madden. games, 
setup. time. : , 


CONTROL 5.0 
The controls are as tight as ever, which 
is very good. The kicking interface has 
been changed to a three-button-press 
technique that adds welcome challenge. 


Abba: ip ie se Jue Sot ted 
Ba aces as FP are 
ee 


‘a 
2 


© ae OT, a ee 


FUN FACTOR 5.0 


Madden 2002 plays a sweet game of PS2 
7 = NFL football, and the Av has more 
“” PROTIP: When you're on defense and PROTIP: Cheat when you blitz the out- PROTIP: At half time, the Al. makes smarts, too. This game-is sure to keep 
a pass is in the air, press the directional side linebackers by pressing L1 or L2  —_ uncanny adjustments on defense, so 
_ pad toward the receiver and prepare _to shift them over toward the direction plan to change strategy in the second 
“to immediately hit © to sprint at the of the blitz: Here, the 49ers’ Julian Peter- half. For example, if you've been run- 
receiver when control switches over to son has a clear path to the backfield. — ning, switch to play-action passes. 
your pass defender. 


hardcore football’ fans. happy. until the 
2003 season. : , 
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PlayStation.e 


RATING PENDING 


CONTENT RATED BY 


Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 


DO W NI 
ENTERING THE RING THIS FALL. 


Just bring it at www.smackdownrsvp.com 


World Wrestling Fedeharion® 


World #resias federation, its logos and ali character likenesses ate tademarks of World Wrestling Federation Entertainment, lnc. © 705} World ¥irestling Federation Entertainment, inc, All Rights Reserved. Game aad Software > 2001 FHA/JARKS Pacific, LE lsed under exclusive license by THO/ JAKES Parific. LLC JAKKS 


" Family logo are registered trademarks of Sony Computer Entertainment ine 


www.thg.com 


PROREVLEWS 


Another MVP 


Season on the PS2 Ice 


PLATFORM 
PlayStation 2 


Fan Favorite 


PROTIP: If your opponent's Emotion 
Meter is maxed out, focus on D. Do 

whatever's necessary to prevent shots 
on goal, liking icing the puck. 


‘PROTIP: Whenever you have room to maneuver in 
front of the goalie, stop speed-bursting and press 
and hold A. You'll skate straight in and can use the 


-. After you earn them by completing in- 
- game feats, NHL Cards unlock cool 
_ power-ups and cheats. 


; 
_- Awesome animations send _ players 
_ sprawling from big checks, while the 
sharp new player models sport much 
better facial detail. Those slick cut- 
scenes also return to make the rink 
come alive. 7 
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LTHOUGH MANY PS2 launch titles suffered from first-generation blues, NHL 

200! stood alongside Madden as one of the system’s early stars. With NHL 2002, 
EA Sports avoided complacency and amped up the game with some impressive new 
touches that make it the runaway favorite for this year’s Stanley Cup. 


NHL 2002's refinements and new features ratchet up the game’s appeal to both casual 
sports fans and the hockey hardcore. On the casual side, NHL Cards (borrowed from 
Madden) provide a great way to unlock cheats and secrets. As you complete tasks (score 
a short-handed goal, win a fight, etc.) during a game, you earn points to buy cards that 
. let you power up players, deploy cheats, and uncover secrets. 
New camera work also makes the game 


more accessible and exciting, zoom- 
ing in on breakaways and other 
big moments, while the cool 
GameStory tracks and 
records replays of devel- 
oping situations like possi- y 
ble hat tricks or shutouts. , 
Meanwhile, hockey 
fanatics will delight in new 
additions, such as saucer passes, 


player-controlled dekes 


ways to score. 


Skating Strongly 


color commentator, Don Taylor. 


Hart Trophy 


While the PS2 competition from 989 Sports and Konami won't 
hit the ice until November at the earliest, NHL 2002 plays so 
well that it’s this year’s front-running favorite. If you're interested 
in hockey in the slightest, this is the game to buy. @ 


Tunes from Barenaked Ladies, topnotch 
sound effects, and support for Pro 
Logic & DTS highlight the audio pack- 
age. The over-the-top commentary is a 
love-it-or-hate-it affair, though. 


BY AIR HENDRIX 


™ Developed and published by 
EA Sports 


td § $49.99 


OF ® Available 
September 


® Hockey 


and goal celebrations, |0-season careers, and much speedier 
(though still somewhat sluggish) load times. New goalie A.l. also 
minimizes money moves, forcing gamers to find more varied 


NHL 2002 plays like the champ it’s been for a while now, offering 
options that enable you to make it as fantastical or as realistic as 
you like. You'll probably score more goals than real-life players 
would, but that just keeps the fun factor high. The butter-smoot 
controls make the game a joy to play—between the big hits and 
the player-controlled dekes, you'll alternate between 
brawling like Tie Domi and dangling like Pavel Bure. 
Graphically, NHL 2002 sizzles with slick new cut- 
scenes, more detailed player models, and much more graceful 
and realistic animations. The sound cooks, too, with great on-ice 
effects and licensed tunes by the likes of Barenaked Ladies. Jim 
Hughson returns with his sharp play-by-play, but you’ll either 
love or hate the wise-cracking stand-up routine of the new 


j CONTROL : 5.0 


Half the fun of NHL 2002 comes from 


its terrific control, Which features new 
touches like player-controlled dekes and 
goal celebrations. It doesn’t get better 
than this. : 


™8 players —@ 
(with adapters) 


PROTIP: To win fights, hammer on X or [1] as soon 
as the gloves drop. 


=| FUN FACTOR 5.0 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


PROTIP: Use saucer passes (briefly press and 
hold x) to lift the puck over the opposing D's stick. 


CA 
ig SCORED A GOAL 
- 


rd 


PROTIP: One-timers from one side 
of the net to the other are one of the 
best ways to score. 


PROTIP: Keep the slot in front of 

} your net clear of any lingering oppo- _ 
nents. If you spot someone there, level 
them with a big-hit check (tap A). 


be 


Rear poe DE eu roo Petes ROO en ttl tare rte 


After only a decent run on the Play- 


Station, EA Sports’ NHL series is back 
at the height of its powers—just like in 


the Genesis days. Building on last year's 


awesome season, NHL 2002 delivers - 


more superb, must-own hockey, - 
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SEARCH! CREATE! DESTROY! 


Now, the year's biggest movie comes to the year's smallest console. 


Introducing THREE exciting new Jurassic Park III games for 
the Game Boy Advance. 


O2> O33. 


FRRK MODE 


Ou 


ar 


THE DNA FACTOR | t= 4 + 
.i¢€ i 
: ak 
Kee 
Search for missing dinosaur DNA and create Create and manage your own personalized Destroy traps and barricades and run from 
new dinosaurs Jurassic Park dinosaurs to escape from Jurassic Park Island 
¢ 2 fun gameplay modes combining intense action * Breed 140 species of dinosaurs to exhibit in your ¢ Outmaneuver 8 species of dinosaurs with unique 
and puzzle shooting customized Jurassic Park Al and abilities 
© Use dinosaur abilities to find new levels and ¢ Trade DNA with your friends to complete your ¢ Find, use and combine over 25 weapons and items to 
uncover paths dinosaur collection help you survive 
© Over 12 levels and 10 species of dinosaurs © Manage everything from the admission price to ° Fast-paced motorcycle action with a pack of hungry 
the stores raptors on your tail 
JULY 2001 
SEPTEMBER 2001 NOVEMBER 2001 


EVERYONE 
Jurassic Park lil is a trademark and copyright of Universal Studios and Amblin Entertainment, Inc. Licensed by Universal Studios Licensing Inc. All rights reserved. The copyright to the code used to create these electronic videogames belongs 
to Konami Corporation. ©2001 Konami. All Rights reserved. The ratings icon is a trademark of the Interactive Digital Software Association. Game Boy Advance and the Game Boy Advance Logo are trademarks of Nintendo. 
ESRB A Note to Parents: The Jurassic Park films are rated PG-13. Consult www.filmratings.com for further information. 
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Old and New Crowns 
Madden Anew 


BY JAKE THE SNAKE 


Published by EA Sports 
$39.99 
Available now 


PLATFORM 
PlayStation 


© 


OR THE MILLIONS of PlayStation owners who love 

football and haven’t yet sprung for a PS2, Madden NFL 
2002 could make this year’s season much easier to endure. 
With graphics as smooth and detailed as you'll see on the 
aging system, plus two new play modes to add to the already 
deep lineup of game types, Madden 2002 is the PlayStation 
football game to own. 


SPORT 


PROTIP: Go for the end zone on 
Football 


second down and short. If you don't 
connect, you still have another chance 


Madden Redux and Deluxe to get the first down. 
As a tribute to the series’ reign on the Play- a 
Station, Madden 2002 includes Madden : =e 


Classic, the old 16-bit (read: Sega Gen- 
esis) version of the game that vaulted 
the straight-talking announcer to the 


top of the video game world. The old 
plays. will look amazingly familiar to 
long-time Madden gamers. 

To make the complicated new plays seem 
more familiar, there’s also a new Coach’s Corner, 
where Madden explains the 


” , een eens _ 
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# - } H hasn't played organized football. What's really needed, though, 
ee eee oa is an explanation of the art of defense. Besides these two cool, new 

—————— modes, Madden 2002 still has the same locker room full of modes, 
including Two-Minute Drill, Situation mode, and a Franchise mode 
where you act as both coach and GM, 


Run Like the Wind 


Bells and whistles aside, the core gameplay is why Madden has been the 


different offensive formations and uses the Telestrator to show 
how a handful of plays unfold—a great help to anyone who 


PROTIP: On defense, control a line- 
man at the snap so you don’t blow the 
secondary coverage, then switch to a 
defensive back once the ball is in the 
air to cover the receiver. 


_. »| STRONGI- WRMDLCROSS aa -— 
san ’ * 


leader for so long—and it’s as good as ever. Even restrained by the Play- 
Station’s limited horsepower, the player models look reasonably good, 
and they move incredibly smoothly and with lifelike realism. 
You feel like you’re watching players—not robots—who 
stumble before falling and have to strain to get up. 


Like a Comfy Pair of Shoes—Size 13 Wide 


Except for a good, new kicking meter, the controls are the same 
as last year’s—you can do almost anything you need on the field, 
though the sheer variety of moves requires practice and your 
runners get stuck too easily on their own linemen. Of course, the 
strong sound effects are dominated by the ubiquitous voices of 
Madden and Summerall, though the Maddenisms become espe- 
cially repetitive, if only because they’re so memorable. If you need 
a new football game as badly as you need a system upgrade, 
Madden 2002 drills it through the old wooden uprights. G 


Armchair quarterbacks will be surprised to learn 
what they don’t know in the new Coach’s Corner, 
where Madden himself walks you through plays 
and formations. 


fa GRAPHICS 5.0 ja SOUND 4.0 Ma CONTROL 4.5 


Developed by Budcat & Tiburon 


Football 


8 players 
(with adapters) 


PROTIP: On third down and inches, 
when the defense Is expecting a short — 
run, try risking a long pass. oly 


_ Though looking gnarled compared to its 
next-generation cousins, Madden 2002 
~_ looks as good as football can look on the 


- aging PlayStation, with as much graphical 


detail as the old girl can handle’and play- 
ers that move with lifelike fluidity. 
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There’s no substitute for the dynamic 
duo of football announcing—Madden 
and Summerall. The play-by-play quips 
are relevant and accurate, though a little 
repetitive, and the sounds of large men 


grunting and hitting each other are as. 


good as that sort of thing can be. 


What can be said? The controls that set 
the standard for console football are 
still here, complete with years’ worth-of 


modifications to enable you to do al- 


most anything—though your running 
backs get too easily stuck against their 
own lineman. 
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FUN 
GRAPHICS SOUND CONTROL FACTOR 


EVERYONE 


CONTENT RATED BY 
EsSRS 


PROTIP: Don't forget the ground 
game, but you might want to set the 
quarters to 15 minutes if you want to. 
grind it out old-school style. 


PROTIP: Once your opponent expects a run, throw 
a play-action pass for easy yardage. 
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PROTIP: Know which receiver you're 
throwing to before the snap, and get 

rid of the ball quickly before the cov- 

erage tightens up. Use Practice mode 
to learn the timing of the routes. 


FUN FACTOR 5.0 


Besides great core gridiron action, Mad- 
den. 2002 has, all the features. to keep 
you playing; Two-Minute Drill, Situation 
mode, Franchise mode, tournaments, 
custom leagues—plus a new. Coach's 
Corner tutorial and the old 16-bit ver- 
sion of the classic. game. 
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He bungee jumps. 


e water skis. 


e surts. 
e power-slides. 


e's untamed. 


Lith Soft 


‘Dienep 


INTER 
ACTIVE 


Mild Violence — 


PlayStation.2 
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Smash-Button Football 
& Still, gamers who just want to pick up and play— 


_- PROTIP: Use your speed bursts wisely when ; - rate 
_ returning kicks—as soon as you get the ball, then  tWO-Mminute drill or ability to create your own game situation as 


_ | Skateboarding but there is noticeable slowdown on bails and truly horrible, un- 


PROREVLEWS oo 
NFL GameDay 2002 


PLATFORM TWO GIANTS ENTER the field of battle. Only 
PlayStation 


Published by 989 Sports 
$39.99 Football 


one will leave victorious. Yada, yada, yada. Every 

6D year, GameDay and Madden face off, and it’s always 
a close contest. And although this year’s GameDay 

is extremely fun and playable, Madden gets the nod 


SPORT for better graphics and more authenticity. 
Football 


and who don’t care for complex playbooks—may  PARROTIP: For a good shot at a sack, 
prefer GameDay. In fact, it’s easier to run the ball. Sontrol the outside linebacker on the 


Available now 8 players 
(with adapters) 


FUN 
Developed by Red Zone Interactive OI a SUN, SOTA. FAETOR 


EVERYONE 
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weak side, then speed burst around  eemereereniamnnnees 


in GameDay, making that’ the end to the QB—blammo. 
aspect more fun at the 


would love it if it were really that easy. ‘ 
Otherwise, the controls are tight a \\ |) 
and enable you to skirt blockers to / Law, i 
crush the QB or to nail a receiver 
just as he touches the ball. The plays 
are simpler and fewer than in Madden—a good 


es runs. 


NFL GameDay 2002's Total Control ' 
bisieiie allebies Sbix'6 tend oe theo thing for some, a bad thing for others, depending on how seriously you take 


behind your receivers for the perfect. YOur football. But GameDay is definitely easier to pick up and play, even with 
touch pass. all the age moves like high-stepping and shoulder charging. 


Lean and Mean 

Blocky and angular player models that move too rigidly are the 
game's biggest drawback. Because of the large polygons, the graphics 
almost look cleaner than those in Madden, but the players don’t 
move nearly as well and the stadiums aren’t as pretty. The sound 
effects are good, and the announcing by Dick Enberg and Dan Fouts 
is. on the money. 

GameDay has many ways to play: Besides playing a season, you 
can play as the General Manager, trading, drafting, and cutting play- 
ers. You can also edit plays and practice plays against any defense — 
great for getting down the timing of passing routes. But there's no 


again when the kicking team gets near you. there is in Madden. Still, if you like football and aren’t already sold 
! on Madden, rent both games—you may like GameDay better. GZ) 


BY DAN ELEKTRO 


ESPN X Games Skateboarding =f zs{tssetr'” 


fj 4 2949.99 Skate- 
PLATFORM — WHEN WILL ESPN learn the difference between a se apes 
shee agg game that’s worth endorsing and one that’s not? Not soon 
PE enough, apparently. Sore = BEBE 21.2 ry _ = 
In addition to a weak X Games mode, this shameless Tony " 4% ae — «< i- 
Hawk wanna-be offers a few cool levels like the passenger liner meet) pe 
SPORT and the museum—where else can you grind a dino skeleton’— 


forgivable draw-in everywhere. Everybody cut Tony 2 some slack 
on the pop-up because it was on the PlayStation; no such quarter 
will be given when 128 bits are under the hood. The camera can't 
always follow, animations don’t link smoothly, and control is not ~ 


PROTIP: The kaa way ‘to ideis the 
combo goals in arcade mode is to milk 
Real skaters like Burnquist and Senn a slow grind ona long wall or string 


Ma 477 EBS and the edgy soundtrack (Linkin Park, of ledges. 


: hate hboardin New Found Glory, Sum 41) can’t make up for ESPN X Games Skateboarding’s 
g gameplay flaws. You should save your dough for Tony Hawk’s Pro Skater 3. Gy) 


forgiving—it’s easy to accidentally waste your special meter. 


PROTIP: If you have a fast half back like Charlie 
; Garner, you can run him to the outside all day with 
price of realism—NFL running backs pitches and sweeps, especially if you set it up with 


PROTIP: Don’t jump or dive at the 

receiver unless you're sure to tackle 

him or deflect the ball. Otherwise, he's 
home free. 


PROTIP: Use Total Control Passing 
to throw hard, low, and in front of re- 
ceivers who are crossing the middie. 


FUN 
GRAPHICS SOUND CONTROL FACTOR 


PROTIP: To find the X Games logo 
on the passenger liner, skate down 
into the engine room and turn the 
large red valve at the opposite end. 
Then go back to where you entered, 
jump to the upper level, and grind/ 
jump your way to the logo ahead. 
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SHE LIVES FOR ADVENTURE 


SHE FIGHTS TO SAVE HER KINGDOM 
SHE NEEDS You To WaTcH HER Back! 


Madden NFL 2002 


PLATFORM A’s MADDEN FRANCHISE is the king 
Nintendo 64 of football games, and Madden NFL 2002 for 
~¢ the N64 maintains that tradition...yet it doesn’t 


SPORT 


PROREVLEWS 


offer many improvements on last year’s model. 


Farewell, My 64-Bit Friend 


Football As the N64 prepares for its voyage to the back of 


everyone's closets and gaming moves to the “next 
generation,’ Madden takes its place at the N64 


BY UNCLE DUST 


FUN 
44 ™ Developed by Budcat & Tiburon GRAPHICS SOUND _ CONTROL ___ FACTOR 


= Published by EA Sports 
@ = $39.99 ® Football 
@ Available = 4 players 


September 


— AFTER GETTING THE HAND OFF, THE RUNNING 
_ BACK HAS TO FOLLOW HIS GUYS TO THE OUTSIDE 
ANG TURN IT UPFIELD WHEN HE SEES A CLEAR 


line of scrimmage one last time. While the game. _- pROETEHP: Be ready to quickly hit the RUNNING LANE, 


definitely shows the N64’s. button again after you pick the direc- 
age, Madden is always a __ ion of your kick. The ball travels far- 


tough competitor, and the ‘ner you hit the gauge before it starts’ PROTEP: Can't figure out the best offensive or de- 


ae ACCEL S 


coming back down. fensive gameplan? Go to the Coach's Corner to get 


SAILING A MULLIGAM pf CUST.Y THAEOOT: 2002 version has all of the ProTips from Madden himself. 
CALL A MULLICAN? , ‘ ° Fi 
robust features you've come to expect— including several different 
<> = modes, Coach’s Corner, and head-to-head Two-Minute Drill action. All that 
Poorer a ll classic Madden gameplay action returns to the gridiron here, but it’s the pre- 


PROTIP: Use your mulligans (or “do- Showing Its Age 


Graphically, Madden 2002 still does a decent job with textures and shading, 
then ‘voir easte tian making the players and stadiums look realistic. However, the models are 


overs”) early on in the game—you may 
not get another chance later on and 


it ah ny me 
_ PROTIP: When you see one of your player's inten- 
- $ity level in the red, get the ball in his hands—he could 
break a big play. 


sentation that doesn’t reach the “next” level. 


awkwardly oversized and blocky as they move at an incredibly 


slow frame rate, which hurts the feel of the running game. 

Sound has always been a problem on the N64, and even though 
Pat Summerall and John Madden speak more clearly this year, 
they're still tinny and way too repetitive. And what's that hissing 
sound? Oh, it’s just the crowd—or supposed to be anyway. 

Madden has been the best-controlling football game 
for years, but it was never really suited for the N64 con- 
troller. The touchy analog stick makes the game control 
a little inexact both on the field and even in the menus. 
Otherwise, you have the usual full complement of actions 
and plays to run. 


Return to the old-school days of 16-bit 
Madden with Classic mode. 


iii! 


After last year’s impressive Madden debut on the PS2 and the 
lack of any must-have additions to this 2002 N64 version, you'd be 
much better served saving the money you would have spent on this cart and putting 
it toward one of the three new systems to play’a truly new game of Madden. 


Dy) BY FOUR-EYED DRAGON 


L M 24 H Ll Developed and published by GRAPHICS SOUND CONTROL FACTOR 
e qns ours Infogrames Sas 

y 1 8349.99 ® Auto racing 
PLATFORM = THE FAMOUS 24-HOUR challenge that pits awesome- sicinsiaiete al ea iade 


PlayStation 2 


the checkered flag. 
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looking race cars against each other unfortunately can’t take 


The mechanics of Le Mans try to replicate the feel of the 
real-life event: You can drive customized speedsters in three 
SPORT classes and zoom on 12 worldly courses. Plus, you have to 
-) Auto racing contend with the weather and continuously adjust your motor, 
“Xt tires, and downforce in order to get ahead of the pack. But - 
even though actual gameplay 
races don’t last 24 hours, a 
grueling 10-lap run can still 
wear you down to boredom. 


‘PROTIP: Since your car can't take pROTID: Sdiheniel ta: \dok- fer ied 
damage, don't be afraid to run oppo- *- markers that tell you when a’major turn | 


The visuals and sound are nents off the road. is coming up. Usually brake in between 
the major sore spots of Le ox the 100 and 50 markers. 


Mans. The graphics are grainy ‘cha not very sharp,. especially when you’re driving at night or in the rain. 
The soundtrack consists of poor crowd noises and out- of-tune music. Sadly, even the solid controls” can’t 
save Le Mans 24 Hours from straying off course. ore : ie 
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= Developed by Visual Concepts 
Published by Sega Sports 
Target release date: August 


DREAMCAST 


7 THe. ctr FIRST LOOK 
ESPAIRING DREAMCAST 


| : | Owners can take heart as Sega is going to give its system the ol’ college try with NCAA 2K2, which will be based on 
—— | the NFL 2K2 engine. Virtual underclassmen can get things underway in Dynasty mode as the athletic director—recruiting, 
Biece isn: eae ; | transferring, and so on—or slam.their way online against eight football brawlers. The ultimate rewards consist of the 
; Heisman Trophy, the national championship, and a Rose Bowl victory. To get there, you’ll choose a Division | 
team, embark in single season play, design your own plays, and take advantage of team-specific strate- 
gies—you'll even have home-field advantage. @ 


Developed by 989 Sports 
ee 2 Published by Sony 
FTER TAKING A steady beating BAR /A Target release date: Fall 2001 
a a 


from EA’s NBA Live franchise, 989 


Sports is looking to reclaim its title as the king of the court with NBA ShootOut 2002. In addition to its signature 
game modes and Create-A-Dunk editor, ShootOut 2002 will showcase an overhauled gameplay engine, enhanced 
camera angles, and painstakingly designed arenas. 989 also promises more than 400 motion-captured player animations, 
as well as the All-Star, Playoffs, and NBA Finals modes that didn’t make the final cut in the 2001 edition—all of which 
might give ShootOut’s next PlayStation outing the edge it needs over 
its stiff competition. GZ 


PLAYSTATION 


FIRST LOOK 


BY STAR DINGO 


Developed by Monster Games 


Published by Infogrames 


Target release date: 


NFOGRAMES IS PORTING Fourth Quarter 200! 


NASCAR Heat to the Xbox, com- 
plete with all the bells and whistles of the PS2 version. The game will include 
single-race and season modes, 19 real Winston Cup tracks, at least 25 drivers, 
and the option to race in arcade-style Normal mode or in Expert mode for a 
more realistic NASCAR ride. Have you ever wondered how your simulated 
mad-driving skills would stack up against a computer representation of Jeff Gor- 
don? Find out in Race 
the Pros, which will pit 
you against ghost cars 
mimicking VVinston 
Cup veterans’ best | 
runs, while Beat the 


Heat mode will feature 


GT3-like trials designed by ae 4 g . 
real NASCAR drivers. @ oe ge & 2 
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OLE-PLAYERS REALM 


THE MONTHLY GUIDE TO THE WORLD OF ROLE-PLAYING GAMES 


Final Fantasy X was recently released 
in Japan, racking up huge sales and 
notable innovations over previous FF 
titles. As with all Final Fantasy games, 
FFX features a unique combat system. 
Each character who joins your party 
can be cycled in during a battle via a 
tag-team system. Heavy damage Over- 
drive (i.e., Limit Break) attacks have 


also been refined, as you can build up your meter by executing attacks, or 
taking damage during battle. Once your Overdrive meter has been maxed 
out, you can execute such an attack by inputting a complex onscreen button 


sequence in a limited amount of time. 


The other notable aspect is various “summons.” These powerhouse mon- 


SoC S = 


Developed by SquareSoft 
Published by Square EA 


Target release date: 


‘ak ‘ =. i i Available now (Japan); April 2002 (U.S.) Ke}"4=t S53 We 2 el Sam 
Final Fantasy X % —— 


sters are similar to Guardian Forces in FFVIII, but remain onscreen once they’re 
called into action and have their own set of attacks, including Overdrive moves. 


Fortunately, rock-solid controls make navigating the 


various menus easy and intuitive. 


The level-up system is also different in that players 
are rewarded with spheres that you can then use on 
a giant board to acquire new abilities and boost vari- 
Ous statistics. Once you've accessed the board, you 
can move a number of spaces—depending on the 
spheres you've obtained—while landing on certain 
spaces can strengthen stats for certain characters. 
Obviously, the more spaces you can move, the more 


abilities you can learn, and so on. 


In addition to various battles, 
players may engage in extra 
activities. Blitzball, an under- 
water variation of soccer, 
comes complete with a de- 
tailed tutorial and features 
turn-based passing and scor- 
ing. Another mini-game is 
collecting translations of the 
alphabetic letters of the Al Bhed language, 
which you can then use to decipher various 
conversations you'll have with those people. 
Rounding out the mini-games is Chocobo 
riding. At several points throughout FFX, 
you'll find Chocobo feathers that designate 


hidden areas that can be reached only if you’re riding a Chocobo. Of course, 
different Chocobos possess different skills—such as rock climbing—so 
you may have find the one with the proper ability first. 
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As for FFX’s sights and sounds, they easily meet the hype. Characters are 
animated with smooth textures, and battles come to life with a range of 


fancy visual effects. The sounds are also dead- 
on, especially the character voice-overs. As 
this goes to press, English dialogue is being 
dubbed for the game’s domestic release. Judg- 
ing from the Japanese version, Final Fantasy X 
can easily be called the best RPG for the PS2 
to date—and there's no reason that verdict 
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Winner of IGN's Best of 
2000 Reader's Vote Award! 


EVOLUTION ONLY WORKS IN THE WILD. 


RATING PENDING 


aty 


TERMINAL 
REALITY ™ 


CONTENT RATED BY 
ESRB 


The 4x4 Evo logo, 4x4 Evolution, Terminal Reality, and the Terminal Reality logo are trademarks of Terminal Reality, Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks 
of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. Godgames, the Godgames logo, and Gathering of Developers are trademarks of Gathering of Developers, 
Inc. All other trade-marks and trade names are properties of their respective owners. ©2001 Gathering of Developers. 
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Developed and published by Enix 
Target release date: November PLaySTATION 


Dragon Warrior VII A | HANDS-ON 


THE WAIT CONTINUES as hardcore, American role- 
playing game fanatics anticipate the US. localization of one of 
Japan’s most successful RPGs of all-time: Dragon Warrior VII. 
As the translation continues, GamePro got a chance to play a 
preview version. Gamers will immediately feel that retro feel- ie o Ma s  ORe Sa y ee Ct 
ing, with DVVVII’s 2D character sprites populating 3D locales AIet ll Ne Ae Ee att Eee ee ee 
similar to those of ee ee: IS ie , fr hear God” 

last winter's Persona 2. | ; Ate Sy 4 Se? 2.9 oe CS ii e 

The game’s graphics | OF i emt. ~- 
were still rough, with 


* 


washed-out colors in 
mf addition to blocky 

Predgent characters and envi- 
; ronments—but those of you who 
enjoyed this summer's Final Fantasy 


Chronicles won’t be 
bothered. 
Gameplay featured 


all the classic trade- 


marks of the Dragon Kiefer: Thetop-of 
ee the stuff looks. 
Cae) ow fully promising. 


ing stirring battles and 
an in-depth character-building system that enables players to 
choose skills to customize characters. While the graphics, 


me clear that : 
© Became clear tha (= sounds, and user interface were simple (to the point of being 


this one island. unattractive in this glossy, next-gen world), fans will no doubt 
| appreciate Dragon Warrior VII when it arrives. & 


BY UNCLE DUST 


Developed and published by Namco 


: PLAYSTATION 
TALES oF DESTINY 2, the Target release date: September 


sequel to Namco's 1998 role-playing 
game, will attempt to continue the success of that genre on the Play- 
Station with an upcoming three-disc adventure featuring 60 hours of 
gameplay. A spaceship crash-lands outside your village, and the lone 
survivor doesn’t speak your language. VWWhen you consult the elders 


of your village, they banish the survivor from the town, so you must 
journey to various cities to find someone who 


can help this strange, new visitor. Along the 
way, you'll find more than a little trouble. 
TOD2 showed 
off lush 2D visuals 
in the preview ver- 


sion with ornate, 
ees prerendered backgrounds and 2D character designs that were less car- 
r2 fu | = es : EO wl toonish than those of the first game. The battle system remains a side- 

Forward TARGET : oS ne scrolling hack-n-slash affair, but it should become more engaging as your 
us OD tea a = - party’s powers increase. With lots of voice-overs and a rich orchestral 


a vk . . a 
43 score, Tales of Destiny 2 could become an interesting adventure. Gr 
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ROLECELAYERS REALM 
PrFevVLeUS 


HE ELDER SCROLLS games have been a favorite among hardcore PC 
role-players for years. The third installment of this famed series will be re- 
leased not only for PC, however, but also for the Xbox. 

Unique to Morrowind will be its open-ended gameplay. You'll be able to 
create and play as any type of character, and then choose your fate through 
the paths you decide to take. You can become the valiant hero saving the en- 
tire kingdom, a thief 
trying to gain control 


of his guild, or even a 


IN AN UNEXPECTED twist of fate, Ari’s shadow becomes possessed by 
the disgruntled spirit of an evil king named Stan, who is convinced that the 
other demons inhabiting the Tenel world are keeping his powers weak. So 
Stan forces Ari to join him in vanquishing the fiends. Consequently, you’ll take 
control of Ari and five colorful characters who will be equipped with special 
4 - ~ | attacks and weaknesses—and their 
own personalities. During real-time 
battles, you’ll be able to use hun- 
dreds of spells and weapons on 
your foes. Plus, you’ll collect more 
than 150 items during your journey 


to the king's shadow. & 


GAMEPRO OCTOBER 200! 


sorcerer intent on finding the ultimate weapon 
of destruction. Gameplay will continually change 
and evolve depending on your actions: For ex- 
ample, if you challenge an assassins’ guild, they'll 
put a contract on you; but if you impress the 
group, they'll attempt to recruit you. Essentially, 
no two adventures will be the same, which could 
make the replay value of this game as engaging 
as any big-name console RPG. @ 


through towns, fields, and dungeons. You'll also need to solve many chal- 
lenging puzzles and manage your group wisely—or you'll be forever bound 


BY FOUR-EYED DRAGON 


Developed and published by Bethesda Softworks 
Target release date: Fall 2001 


BY FOUR-EYED DRAGON 


Developed by Zener Works 
Published by Sony 
Target release date: Fall 2001 
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BY STAR DINGO 


Developed by Genki 
Published by Ubi Soft 
Target release date: November 


PLAYSTATION 2 


FIRST LOOK 


HE ORIGINAL PLAYSTATION Jade Cocoon blended the creature-nurturing aspects of Pokémon with the 
more traditional elements of a straight-up RPG. Come November, Cocoon will go through a dinadenoit Liber 
emerging in the form of a PS2 sequel. After being beset by a : = 
curse, you must travel to four Elemental Forests filled with lush 


flora and dangerous fauna on a quest to gather the orbs that 
will hopefully heal your spiritual malady. Along the way, you'll 
encounter around 400 types of monsters to fight, subdue, and 
train to battle alongside you. Pikachu not included. @ 


BY STAR DINGO 


Legend of Alon D’ar ( iy Developed by Stormfront Studios ee 


i Published by Ubi Soft 
Poor J ARIK. HE’s laughed at Ya Target release date: November 


PLAYSTATION 2 


HANDS-ON 


by loutish village warriors, plagued 
by nightmares of ancient evils...and now his home has been incinerated by pesky demonic forces. Yup, sounds like 


it’s questin’ time! Ubi Soft’s latest will combine elements of console and PC-style RPGs, as you embark on journey 
filled with monsters, mini-quests, and self-improvement opportunities via the game’s open-ended skill system. The 
most intriguing aspect of the preview build was combat similar to Final Fantasy’s Active-Time system, only with 


on-the-fly weapon switching and load-time-free encounters 
that took place directly on the world map. & 


BY STAR DINGO 


Developed by Max Five 
i" 6©@ Published by Atlus 
YOu CAN UNITE a divided kingdom HM) ™ Target release date: October 


and heal the rift between humanity and 
the elemental spirits in : 


PLAYSTATION 


Hoshigami, a new tile- 
based tactical RPG com- 
ing to the PlayStation. 
Characters will be al- 
lowed multiple attacks 


per round, customization 


options will abound, and 


a nifty, new brain-hurting 
“Session” system will let 


you position your charac- 
ters to bounce enemies a ee 
around the screen in intricate combo attacks. Though it may just look like tates 


Ogre Plus on the surface, if you dig deeper, you'll find that Atlus is looking to up 
the game of RPG Chess to grandmaster level. & 
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ow . 4 Konami 


? Sey . 
OLE-PLAYER’S REALM CAIN PEROT ccs sane conn 
i $)|" 


$49.99 RPG 
Available now | player 


THE MONTHLY GUIDE TO THE WORLD OF ROLE-PLAYING GAMES 


PLATFORM _ THE AMBITIOUS, WEIRD RPG Ephemeral Fantasia takes a (“  e 
PlayStation 2 


note from Majora’s Mask and the movie Groundhog Day by setting > 1 td Cr 1 | Pr Ji) Yeemil Qe if 
you (and your creepy, talking guitar) on repeat, forcing you to c.PHe. MeRAL Cc uN RS ‘| 
re-live the same five days until you free an island from its strange " | 7 ? 

temporal curse. The game's strengths lie in its solid, real- 
time nonlinear structure and bizarre Twilight Zone story. 
It also boasts a unique 360-degree battle system which— 
while not quite fully developed—is easily navigated, and 
offers some welcome new twists. 

Unfortunately, Ephemeral Fantasia has a few frustrating 
flaws: It loads frequently, the graphics are bland and first- 
generational, and the music smacks of elevator quality. 
Plus, the game’s looping structure is cooler in theory 


than in reality: Keeping track of when and where you 
have to be to free the islanders is so complex, it almost requires a personal assistant, while repeatedly re-treading 
the same ground can become pretty tedious. Ephemeral Fantasia earns high marks for ambition and story, but 
low ones for iffy execution. (Gr 


BY ATOMIC DAWG 


PLATFORM = LikE CASTLEVANIA OR Legacy of Kain, Dark Angel is (>=—4\| = Developed and published by GRAPHICS SOUND __ CONTROL 


Metro3D 


$49.99 Action/RPG 
Available now | player 


PlayStation 2 bure hack-n-slash madness of the old-school, thumb-blistering 


= kind. The RPG elements in this 3/4-overhead view vampire 
= hunter are saliva thin, but a crafty A.I. runs the horror show. 


You play a fighting female who has 
| Vampire Apocalypse ) 
ing f ded lay! . ) , , 
saeemia pss! iii eee callin ed PROTIP: As you collect defensive PROTIP: Some monster gangs are 


Dark Angel's bloodthirsty A.|. unleashes cunning, well-animated hordes of gear—armor, boots, and Bracer arm- _ overwhelming, so run away! The faster 
vicious monsters that hunt you relentlessly. Razor-tight controls and an on- guards—create sets that specifically creatures will separate from the crew 


target gameplay camera help you swing swords, axes, and maces to cut protect you against lightning, fire, as they chase you, so you can then 
and poison. attack them one-on-one. 


365 days to prepare for a showdown 
with the vile Shadow Lord. Because 


one day in Dark Angel is equal to 

one hour of real time and since all 

the levels in the seven locations are 
randomly generated, this is a capital- 
“E” epic. In fact, even if you defeat 

the Shadow Lord, the levels keep 


and run through 360-degree battles. The sounds are repetitive, but the 
chilling shrieks and howls get creepy. & 


BY FOUR-EYED DRAGON 


PLATFORM SAIYUKI 1S AN unsuccessful attempt to make a popular P= 4 @ Developed and published by GRAPHICS SOUND __ CONTROL __ FACTOR 
PlayStation Chinese literary legend come alive. In this strategy-based RPG, g Koei 
you take on the role of the heroic monk, Sanzo, and then set aie RPG/ 
: : : Available now strategy 
out to India to fulfill your destiny. On the way, you meet up with | player 


a variety of auspicious creatures to help complete your journey. 

The gameplay is fairly linear: You build your character’s skills 

through mandatory battles, collect money, and use magic and 
other items for offense and defense. The character variety, 


though, has its 
drawbacks: Timing 
your attacks and changing into 
alternate forms can get frustrating in battles that are already slow 
and repetitive; it’s all about strategy, where to place someone and 
when to use a specific skill. SR es itn 
And the visuals don’t help the gameplay. This engaging story is . a 


= 


told in a bland, colorless world that resembles the | 6-bit era. The PRCOTIP: Against many opponents, stay in 
soundtrack, however, contains great melodies with an Asian influ- a group and gang up on one adversary at 
a time. 


ence. In this case, though, it’s better to travel with a legend in a 


PROTIP: If you're tired of running after = hook than to play as one on the PlayStation. @ 
enemies, just wait and let them come to you. 
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CONTROLLER LEGEND 


CHANGE AIM FORWARD 
TURN LEFT | 


OPTION 
BACKWARD 


TURN RIGHT . 


TQ The 


We played Veronica’s Normal mode 


~ for this guide. Events in Easy and 


Very Easy modes may be different 
than those outlined here. 


DIRECTIONS 


Generally, we will give directions 
in terms of east, west, north, and 
south rather than right, left, up, 

and down. However, in some in- 
stances when fast action is required 


--and there’s no time to access the 


in-game map, we will use the terms 
left and right. In these instances, we 
will be referring to the character’s 
left or right. The compass feature 


can be found under the Map sub- _ 
menu option, or you can ones the | 


Map, button for instant access. 


S 


a 2% BY MAJOR MIKE 


When we left Claire in Part |, she 


had the combat knife, a box of hand- 


gun bullets, and the first-aid spray (if 
she wasn’t forced to use it during the 
battle with Nosferatu) in her item in- 


ventory. All else should have been left 
_ in the item chest for Chris. Chris Red- 
| field enters the game on the floor be- 

| low the Military Training Facility (1). 
_ Talk to Rodrigo, the guard who freed 


Claire at the start of her scenario. 


Note: This ProStrategy Guide also applies to the Dreamcst ! 
of the game, Resident Evil Code: Veronica. 


BART 3: CHRIS TO THE RESCUE 


MILITARY TRAINING FAGILITY BSF 


MATURE 


After the worm eats the guard, run 
around the corner to the west and 
then take the bow gun and some bow 
gun arrows combined with bow gun 
powder out of the item chest against 
the west wall. Go through the door 
along the west wall that leads to the 
next room (2). 
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Defeat the worm as fast as possible! 
The worm attacks much as it did 
when Claire drove it away. Wait for 
the worm to stick its head out of the 
ground and scream—when it does, 
aim and fire two explosive bow gun 
arrows at it. When the worm rises 
and you have a clean shot, fire the 
third—and final— explosive bow 
gun arrow at the worm. However, 
if you didn’t drive the worm away as 
Claire earlier, it will take some more 
punishment before it drops. 


You’ ve taken 
| Lighter, 


ee es 4 Bec 


) 


you'll get Claire’s lighter which can 
be used to obtain some valuable 
items. If you take too long to defeat 
the worm, it will cough up a dead 
guard, which means no lighter. 
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Take the lighter, return to (1), and 
examine the statue along the south 
wall. Put the stone lid down, then 
use the lighter to start a fire in the 
goblet the statue is holding. Take 
the two submachine guns. Deposit 
the submachine guns into the item 
chest, return to (2), collect the 
items there, and then take the ele- 
vator against the north wall (3) to 


the floor above. 


¥, 


You exit the elevator into a room (5) 
with three zombies. Deactivate the 
zombies, then exit the room through 
the door along the south wall. Run 


LADDER TO B1F 


behind the Tiger tank (6) and press 
the button located above the tank’s 
left tread. Collect the handgun bul- 
lets, and then take the lift to the 
floor below. 


Collect the items in the northwest 
corner of the next passage (7), but 
don’t touch the battery pack that’s 
on the floor at the south end just 
yet. Instead, go through the door 
along the east wall where you can 
find a save room and more items (8). 


corner of the room, open the drawers 
in the following order: red, green, blue, 
brown. Take the Luger replica and 
put it in the item chest—you never 
use the Luger replica in the game. 


Throughout this guide and on the 

maps, you'll see letters that refer to 
items you can find in the various 
rooms. For example, “M” refers to 
“Magnum.” Numbers refer to indi- 
vidual rooms located on each map. 


AB = 
AC 

AF = 
AL = 
AM = 
AP = 
AR = 
AX = 
BA = 
BH = 
B}) = 
BP = 
BY = 
¢ ies 
Ca = 
cS = 
CK = 
CR = 
cs = 
DC = 
DK = 
DO = 
EP = 
FA = 
FR = 
GH = 
GR = 
HB = 
IR = 
LI = 
LL = 
LR = 
M = 
MB = 
MU = 
NP = 
OV = 
PY = 
RH = 
RJ = 
Ss = 
SC = 
SE = 
SF = 
SG = 
SM = 
SP = 
SS = 
st = 
TB = 
To = 
TT — 
wo 
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MILITARY TRAINING 
FAGILITY BIF 


In the previous passage (7), take the 
battery pack from the south end of 
the west passage. After you collect 
the item, two spiders invade the 
area. Return to the lift and take it 
to the floor above, IF. Go back to 
(6) and put the battery pack into 
the lift along the east wall. Take the 
now-operational lift to the balcony 
of the floor above. 


MILITARY TRAINING 
FACILITY 2F 


CHEMICAL STORAGE KEI 


Ee 


key and the alloy report off the desk 
at the north end of the catwalk, and 
then go through the door along the 

east wall. Go through the door to 

the north (10) along the west wall, 
and ignore the eagle plate that falls 
into the water below (11). 
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LADDER TO 1F 


At (9), take the chemical storage 


LAQDER 10 82F 


STAIRS 10 82F 


Three zombies are waiting in the next 
room (12). Take the side pack from 
the table along the west wall. The next 
corridor with the staircase is a dead 
end (13). However, make a note of the 
door without a doorknob along the 
east wall. Return to (10), get inside 
the elevator (14), and take it to IF. 


When the elevator doors (15) open, 
have a weapon ready—two zombies 
approach from the west (16). After 
deactivating the zombies, go through 
the door at the north end of the hall- 
way. Take a look at the diorama of 
the Military Facility (17), then read 
the memorial plate to the left of the 
model, and pay special attention to 
the date. Leave the room, return to 
the elevator (15), and go to BIF. 


When the elevator stops (18), go 
through the door at the west end 
of the long passageway (19). You’re 
now at the top of a small flight of 
steps against the east wall (20). Three 
zombies are in the room, and the gas 
prevents you from descending the 
steps. Take out the zombies, then 
leave the room. Back in (19), go 
down the steps. 


MILITARY TRAINING FACILITY 2F 


RESIDENT EVIL CODE: VERONICA X 


www. 


MILITARY TRAINING 
FACILITY B2F 


LAUER 19 B1F 


Take the shotgun (21) off the north 
wall by the stairs, and then jump into 
the water and run over to the east 
ledge with the two red herbs. The 
nearby ladder leads to the manhole 
on BIF (7) near the save room. If 
you do take the ladder, however, 
don’t try taking the lift back around— 
it has to be manually lowered from IF. 


ELEVATOR 19 
1F/B1F 
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. g i sguith wall ee the floor above. 


urn to (13). Unfortunately, you 
hen you reach the next floor (23), ; 


ve to put the shotgun on the rack 
Kt to the metal ladder in (21), so 
be sure you're carrying a formidable 
weapon to deal with any hunters that 
you may encounter. Take the elevator 
(18) to 2F (14). When you exit the 
elevator (10), have a weapon ready. 
Go through the door farthest to the 
north along the west wall and through 
the next area (II). When you arrive 
at (12), go through the door along the 
south wall. Place the doorknob on the 
door along the east wall (13) and open 
the door. You’re now on the oppo- 
site side of the catwalk where you 
found the chemical storage key. Go 
to the north end of the catwalk and 


take the tank object off the desk. 


he west wall. When you do, a cap- 
sule is lowered—go to the capsule 
_and take the automatic rifle bullets. 


1e shining object that’s 


| uch the auto- 
west wall, then 


mon wall 
"CLEMENTS 


Return to the elevator (14) and take 
it to IF (15). A hunter scanner is pa- 
trolling the north end of the hallway 
(16); avoid it and go into the north 
room (17). 


TURN TABLE KEY 


Use the chemical storage key to open 
the chemical warehouse along the 
south wall. When it asks you to set 
the temperature, input 128, Take the 
Clement > and leave rhe room. In 


the next room (24), equip the shot- 
gun, then pick up the shining object 
on the ground— it’s the doorknob 

that you can use on the door that 

you saw earlier. When you take the 
doorknob, two hunters attack. Use 

the shotgun to put ’em down. 


the tank object in the diorama, 
ven take the turn table key and the 
Sage memo that are revealed. It’s 
to re-collect the three proofs 
vat Claire gathered earlier in the 
see Part |). Your destination 
w (24). Take the elevator (15) 
~ to (18), go down the metal stairs in 
(19), and take the shotgun. 
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RESIDENT 


Whar you reach (23), go dicuah 
the door against the west wall. Walk 
over to the control panel against the 
west wall and use the turn table key. 
Move the turn table and you'll create 
an elevator between BIF (27) and IF 
(28). When the lift reaches its desti- 
nation (28) on IF, push the wooden 
crate that’s farthest to the north away 
from the east wall toward the center 
of the lift. Keep pushing the crate un- 
til it can’t be pushed any further, and 
then push the crate north toward the 
metal crates. Climb on top of the 
wooden crate that you just pushed 
and get the bow gun powder. 


Go through the hole in the east wall. 
Don’t go through the double doors 
along the south wall (29). Instead, go 
through the single door along the 
east wall (30). Go through the door 
along the east wall, and you'll find 
yourself in the area where the eagle 
plate fell into the water below (31). 
Descend the ladder that’s located in 
the northwest corner of the area. 


pe the bottom of the ladder (20) is is 
a breaker for the ventilation device. 
Raise the lever, and the poison gas is 
sucked out of the room. Go up the 
short flight of steps along the west 

wall, get a weapon ready, and then go 
through the door on the north wall. 


EVIL CODE: VERONICA X 


CLEMENT a 


Go through the north door (32). Col- 
lect Clement a (33) and modify Chris's 
Glock 17 handgun. Enter your item 
inventory and combine Clement a 
with Clement >; the resulting Clement 
mixture is to be used later. Return to 
(29) via the ladder in (31). Go through 
the double doors in (29) which lead 
to the courtyard where Claire fought 
the giant worm (34). Go to the ele- 
vator on the west wall of the court- 
yard (35). 


AIRPORT 1F 


Step off the elevator (36) (see map on 
next page), then go through the door 
along the west wall (37). In the next 
room (38), take the lift to the sec- 
ond floor. 


= aF 


When the lift reaches the second 
floor (39) (see map on next page), 
go through the door on the west 
wall. Go west across the catwalk 
(40) and through the door on the 
west wall. Against the east wall of 
the next room is a device to control 
the bridge's oil pressure. Press #3 
twice, #5 once, the blue button to 
the right of #10 once, #3 twice, 
and—finally—#5 once. When the 
water level meets the line in #10, 
you can lower the bridge. 
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AIRPORT 1F 


AIRPORT 2F 


oom, go across the catwalk 
and lower the lever near the 
dock yore the east wall. When you 
do, the catwalk descends to the level 


_ below, Take the lift in (39) down to 


the level underneath you (38). Exit 

the room through the door along the 
west wall. Go across the catwalk (42) 
and through the door on the oppo- 
site side of the catwalk. 


\\\\\ wn «4 


Cut off the cia - 


Go through the door afeaad the 


corner that’s along the east wall (43) _ 


to the north of the door that you 
entered the room from. Don’t go 


through the passage behind the door 


on the west wall of this room (44)— 
it’s a dead end. In the next room (45) 
use the panel along the north wall to 

cut off electricity to the lift. 
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LIFT TO1F 


THREE PROOFS 


Collect the army, navy, and air force 
proofs from the lift to the east, then 
head back to the “elevator room” (37) 
and get in the elevator (36). When 
the elevator stops at (34), go through 


the double doors along the north wall. 


Return to (31) and descend the ladder 
to (20). Go through the door along 
the east wall, then take the elevator 
(18) to IF (15). Enter the room at 
the north end of the hall (17). Once 
you're inside, insert the three proofs 
into the three slots along the west 
wall, then pull the lever. A ladder i is 
revealed; go down the ladder. The 


_ ladder takes you to BIF of the Mili- 
: pal! — flea (46). | 


Descend the ladder in the west corner. 
Enter the big area to the north a 


LIFT 19 2F 


MILITARY TRAINING 
FACILITY B2F 


LAGDER 19 B1F 


STAIRS 19 B1F 


LAUDER 


STAIRS 19 BIF TOSte 


Sveting the Albinoid i is one vee the 
most time-intensive and annoying 
“diversions” in the game. First off, 
collect the box of handgun bullets 
at the east side of the room. Sec- 

ond, stand toward the north end 
of the pool along the east walkway 
and equip Claire’s custom handgun 
(make sure it’s set to Auto). 
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ELEVATOR 10 MILITARY 
TRAINING FACILITY 1F 


Wait for the Albinoid to sw 
your feet—when it does, ain 
and start blasting. Patience 
key— it’s easy to start running 
the pool firing at the Albinoid; let the 
Albinoid come to you instead. Afte 
the battle, jump into the pool ar 


Combine the oacla plate h th 
Clement mixture, and you get the 
halberd. Also, be sure you have a 
handgun with plenty of rounds of | 
ammo—or the bow gun with several _ 
bow gun arrows—and one green 

and blue herb. Exit the save 
room and use the halberd 
on the lock on the 
passage (7). You’re 
off to Antarctica. 
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COMMAND THE EXPLOSIVE G-6I55 
INTERCEPTOR TO ESCAPE AND 


EVADE THE RELENTLESS/ONSLAUGHT 
OF ENEMY FIRE. es 


BLAST THROUGH MISSIONS WITH AN 
ALL-NEW INTENSE ARSENAL OF 
COMBAT WEAPONRY. 


ON-THE-FLY MORPHING TRANSFORMS 
THE INTERCEPTOR FROM LETHAL 
STREET MACHINE TO DEADLY, 
JET-POWERED MARINE VEHICLE. 
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PART 4 (CHRIS): THE ANTARCTIC 


ANTARCTIC TRANSPORT ELEVATOR 19 BSF 
TERMINAL B1F , 


LIFT TO B2F 


ANTARCTIC TRANSPORT 
TERMINAL B2F 


PAPER WEIGHT 


You start at the end of a long catwalk 
(I); your destination is the door against 
the west wall. Once you're safely out- 
side (2), stop. There are two sets of 
tentacles that must be dealt with bi 
fore you can proceed. Descend 
ladder at the west end of the ca 
and enter the room to the north (3). 
Collect the items inside the room. — auc bal 
Exit the room and descend the si stairs 
in | the previous area (2). 
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STAIRS 19 82F 


Go through the door against the west 
wall, then enter the south room (7). 
Forget about the small balcony over 
the generator room (8A)—it’s empty. 


OLT VALVE HANDLE 


4 
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aie rig SORT ORS 


Walk over to the west side of the 
room (7) and take the octa valve 
handle. Leave the room. Back in (6), 
cross to the opposite side of the room 
and go through the north door clos- 
est to the east side of the room. Gun 
the zombies down (8), take the locked 
Duralumin case, and exit the room. 
Climb down the smashed ledge (6), 
then climb up the other side and go 
through the door. Forget about the 


j- giant spider that’s crawling under the 


ce for now. 
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room to Che ; 
switch in. the middle of 
to bring up the extinguish 
refill the extinguisher. On 


done, take the nearby lift to t 
floor below (II). 


ital 


Use the extinguisher to douse the 
flames and take the Magnum off 
the conveyor belt. Go to the locked 
cabinet—where Claire set the ex- 
plosive-—and use the lighter to de- 
stroy the lock. Take the items and 
then take the lift to the floor above. 
When you reach (9), go to the eleva- 
tor at the end of the passage (12). 


STAIRS 19 B1F 
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just can't handle the pressures of blazing gun battles, 
machete- swinging maniacs and high-speed chases. ‘And if you happen to be 
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along with the bow gun and any ar- 
rows tipped with bow gun powder. 
Also, be sure he has some health 

items in his item inventory, but keep 
the Duralumin case in the item chest. 


THO WING OBJECTS 


ae 


ANTARCTIC TRANSPORT 
TERMINAL BSF 


The elevator (13) takes you to B5F 
(14). Immediately run forward until 
Chris is stopped by the vertical bars, 
then turn to Chris's right, equip the 

shotgun, and shoot the approaching 

hunter at point-blank range. 


Return to (14), collect the two shiny 
wing objects, and then go through 
the door against the east wall. You 
can find Claire in (17). But before 
you do, go upstairs and collect the 
combat knife. Once you have the 
knife, go downstairs and look under- 
neath the staircase near the east wall. 
Equip the combat knife and cut Claire 
from her cocoon prison. 


OPTIONAL EVENT 


Return to the area where you en- 
tered and go through the door against 
the east wall. In the next area (15), 
enter the room to Chris's left. Take 
the valve that you found earlier and 
use it on the panel in the northeast 
corner of the room. Then move the 
lever on the switchboard in the north- 
west corner of the room. 


Go to the item chest and put the 
Magnum in Chris's item inventory 
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‘Here’s a long stretch of action with- 


ANTARCTIC 
TRANSPORT 
TERMINAL BaF 


have to find an antidote. If Claire is 
poisoned, return to (I1)—the same 
room where Chris acquired the Mag- 
num. But first, stop by the save room 
(16) and take the Glock handgun and 


some bullets. Go to the elevator (13) 
and take it to BIF. 


Go down the long corridor (9) 
and through the door along the west 
wall near the south end of the pas- 
sage. You're now in the room where 
you refilled the fire extinguisher (10). 
Take the lift in the middle of the room 
to the floor below. When the lift stops, 
search the shelves near the lift to find 
the serum. Take the serum to Claire, 
but first stop at the save room (16) 
and drop off the Glock handgun and 
ammo. You may want to save your 
game. Give the serum to Claire (17). 


ANTARCTIC TRANSPORT 
TERMINAL BaF 


he lockpick ? 
>Yes No 


out a save point. You start playing as 
Claire. If you were poisoned during 
the battle with Nosferatu, you are 
now in “danger” status. Cure Claire 
and collect the items in the room 
(18). Dump all items into the save 


RESIDENT EVIL CODE: 


VERONICA X 


chest except for the combat knife 


and some health items. You can now — 
unlock the Duralumin case. Take the 
item you find inside the case and 
place it back in the item chest. 


Push the bookcase aside and take 
the shotgun from the item chest, 
then place the shotgun on the two 
hooks on the wall you just revealed. 
This opens a secret mini-room. Col- 
lect the items, along with the shot- 
gun, and drop them in the item chest. 
Leave the room. 


In the next hallway (19), run to the 
end of the first stretch. When you 
do, a tentacle crashes through the 

wall. When you turn the corner of 

the L-shaped hallway, another tenta- 
cle crashes through the wall. This one 
is in front of Claire, so she'll have to 
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sit-at-home contestant who faces mind bending 
questions, orders in Chinese food and then, while 
taking a bathroom break to ponder the advantages 
of certain lifelines over others, realizes that you 
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shoo it away with pistol rounds or 
slashes with the combat knife before 
she can proceed. 


CRYSTAL 


je AIEEE I EE 


The next area (20) is a prison block. 
Go up the short flight of steps near 
the end of the hall and examine the 
cannon. Take the security file, turn 
the handle, and take the crystal. After 
the stone falls, immediately run around 
and away from the cannon—that 

block will fall again if you stand under 
it, and if it hits you, it’s game over. 


~ However, you must use that crushing 
block to release the security card 
that’s sealed in the crystal that you 

~ just found. Stand with Claire’s back 
to the area where the stone falls. Look 
for a dark square outline on the floor 
with a light circle in the middle. Take 
one step backward onto the black out- 
line on the floor to trigger the trap, 
then run forward. After the stone hits. 
the ground and the chain starts haul- 
ing it back to the ceiling, turn around, 
run forward, and place the crystal in 
the light circle on the floor. As the 
stone is hoisted back to the ceiling, 
run forward and grab the security 
card. Once you collect the security 
card, the stone block locks into place. 


Take the security card to the room 
located to the west of the prison 
block. If you don’t have at least one 
can of first-aid spray (or an equiva- 
lent health item), return to the save 
room (18) and get them now. Any 
items or weapons that Claire is car- 
rying cannot be used by Chris, so be 
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sure all heavy and light firearms 
have been put in the item chest. 
When ready, use the security card 
on the reader on the north wall. 
Walk west down the long passage 
until you find Steve. 


The first thing to do is spin 180 de- 
grees and run. Steve is holding a huge 
double-edged battle axe that can put 
you into “caution” status with one 


time, immediately use the first-aid 
spray or the health item equivalent. 


_. Steve hits you again before you leave. 


the room, but don’t worry=—just 
keep heading for the exit, and you 
should make it. 


ALEXIA, ROUND 1 


The golden rule of fighting Alexia is 
don’t let her touch you; if she does, 
she’ll burn you alive = game over. 
Keep some distance between you 
and Alexia, but don’t stray too far. 
Alexia likes to flick blood from her 
wrist into a trail onto the floor, which 
then bursts into flames. She also likes 
to spit green vomit that can put Chris 
in “poison” status if it hits him enough 
times. The easiest way to defeat Alexia 
is to equip the Magnum and quickly 
drop her with four to five shots. 


ALEXIP'S CHOKER 


After the battle, collect Alexia’s 
choker and leave the room. Return 

to the save room (16), drop off your 
high-powered firearms, check Alexia’s 
choker in your item inventory, and 
take Alexia’s jewel from it. Your task 
now is to find two similar jewels. Exit 
the save room and head east down 


pee 
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the long corridor (15). Go through ALEX: 
the door at the end of the hallway. PIER 


SOCKET 


Defeat the spider—or avoid it—a 

collect Alexander’s pierce. Examini 
the object in your item inventory to 
find Alexander’s jewel. Return to th 
save room (16) and take the pistol 
some ammo, and the paper weight — 
that you found when you first arriv 
at the base. Exit the save room, go t 
the south end of the corridor outside 
(15), and enter the door on the nort 
wall. Take the elevator along the si 
wall (23). — 


Push the statue in the middle of the 
room (22) against the east wall, then 
push it onto the crumbling floor to 
the south. Collect the map of the 
lab on top of the statue, then go to 
the south corner of the room until 
you reach the tiger statue. Examine 
the statue and take the jewels; collect 
the socket and Magnum rounds. 


Return to the save room (16) and 
combine the valve with the socket to 
get the square valve handle. Your des- 
tination is now (10). When you arrive, 
take the lift against the west wall to 
the floor above and use the 
square valve 

handle on . 

the small 

square hollow. Drain 

the water from the 
tank, descend the ladder, 
and take the crane key. 
Leave the room and head 
to the big room (6) with the 
giant spider underneath the ice. 
Use the crane key on the crane 
along the west wall. 


Ngee Bae RV IY 
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MT. GARRICK, ONCE A PEACEFUL 
MOUNTAIN RETREAT, IN A STRANGE 
TURN OF EVENTS, THE SECRETIVE 


CHIEF O'LEARY HAS RECENTLY 
CLOSED IT OFF TO VISITORS. 


2 


} . ee 


Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 


radical 
entertainment. www.thgq.com 
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WING OBJECT 


Upon exiting the elevator (25), walk 
straight ahead and collect the third 
__wing object. Enter the room to the 
east (26) and search the desk against 
the west wall for the Queen Ant Re- 
port. Go through the doorway along 
the north wall and collect any items. 
Leave the room. 
From the main passage (25), enter 
the room along the west wall. Collect 
_ the Virus Report (27), climb the short 
steps, and press the button with the 


_ design along the north wall. To solve - 


the puzzle, make a note of the four 
symbols that appear on the panel and 
examine the paperweight in your item 
inventory. Rotate the paperweight 
and make a note of the four symbols 
that are opposite the four that you - 


just saw, then input those into the e 


machine. es 


ALFREO'S RING PAO JEYEL 


When you solve the puzzle, put the 

paperweight in the small drawer that 
opens, and you'll get Alfred’s ring. 
Examine the ring in your item inven- 
tory, and you'll get Alfred’s jewel. 

Return to the elevator (24) and go 
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veil A door is revealed. G 


ELEVATOR 19 BSF 


back to the save room (16). Collect 
Alexia’s and Alexander's jewels, and 
then go to the room where you 

fought Alexia (W7 ). 


the door that leads to deraniting 
corridor (29)—go through the first 
door to Chris's right. 


WINS OBJECT 


Collect the Veronica Report (30) and 
take the lift in the southwest corner 

to the floor below. Collect the items, 
including the fourth wing object. Take 
the lift back to the previous level and 


_unlock the door along the south wall. 


You're now back in the hallway (19) 
where Claire was attacked by the two 
tentacles. You can also find some items 


ate: the north and ee. 


to unlock the door on the south wall. 


However, don’t enter the room just 


yet. Instead, return to the nearby save 
room (16) and move the lever on the 
switchboard to kill the power. Also, 
stop by the item chest and take the 
»» four winged objects. 
Roush 3 


Return to (17) and go through 
the door that you opened before 
making that detour to the save room. 
Go to the tiger statue and remove 
the red and blue jewels. Hike back 
to (17) and go through the door at 
the top of the first landing (28). Go 
through (29) and enter the room 
that’s farthest to the north (32). Put 
the blue jewel in the slot on top of 
the music box. 


MUSIC BOK PLATE 


Go into the room to the south (33) 
and stop the music box. When the 

lid closes, put the red jewel in the 
slot on top of the music box. Take 
the music box plate and put in the 


_ music box that you saw in the previ- 
ous room (32). Climb the ladder 
oe _ that’s revealed. 
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DRAGONFLY OBJECT 


Grab the dragonf 
the glass ant farm 
bine it with the for 
resulting gold drag 
locked door in the gz 
leave, sweep the ro m 
items. Go to the prisol 
(20)—take a shortcut throug 
lab where you found one of th 
objects (30)—and talk to Claire 


SECURITY FILE AND CARO 


Take the security file Claire slides 
under the door and check it in your 
item inventory. Take the security 
card from the file. Go to the south 
end of the prison block and climb 
the stairs. Use the gold dragonfly 
that you just assembled to open the 
door in the southern-most part of 
the west wall. 

Upon entering the next room (36), 
sweep it for any items, but don’t op- 
erate the terminal on the ledge at 
the west side of the room just yet. 
Instead, return to the save room (16) 
to save your game and get prepared. 

Fill the 10 open spots in your 
item inventory with the following: 

* At least three mixed herbs—red, 
green, and blue 


* Bow gun loaded with bow gun ar- 
rows that have been combined with 
any remaining bow gun powder 

¢ Grenade launcher loaded with acid, 
grenade, or flame rounds 


A 
ie 
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* Magnum 

* Magnum bullets 
* Security card 

* Submachine guns 


When you're ready, return to the 
room with the terminal (36) and use 
the security card. Enter the security 
code: VERONICA into the terminal. 
Once the self-destruct safety lock 
system is released, equip the machine 
guns and leave the room. You now 
have five minutes to finish the game. 


After the cinema where Claire is » 


reunited with Chris, immediately aim 
the machine guns at Alexia and fire. 


If you delay, Alexia will kill Claire and 
the game will end. 


» ALEXIA, FINAL ROUND 


Alexia has two stages. The first is a 
giant blob with tentacles that swat 
Chris to the ground if they connect. 
This form also launches annoying lit-_ 
tle brains that home in on Chris and 
swat him with tentacles of their own. 
Finally, Alexia pukes green acid that 
can put Chris in “poison” status if it 
hits him enough times. The key to 
winning this fight is to keep moving. 


Equip the bow gun or Magnum, fire 
two rounds at Alexia, then equip the 
submachine gun and shoot the small 
brains she launches your way. Always 
clean the small brain-like critters away 
when they appear—these suckers 
like to gang up and quickly throw 
Chris into “caution” status. If you 
get ganged up on by the little brains, 
use the grenade launcher to kill the 
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~ becomes available for use. Take the 


little suckers while they’re clustered 
together on the ground. 

The bow gun with explosive ar- 
rows is the weapon of choice —it 
can deliver several deadly rounds in 
relatively short order, and you don’t 
have to worry about reloading. The 
key is to inflict as much concentrated 
damage on Alexia in as little time as 
possible. — —_—______—— 
First, equip the submachine guns and 

wait for Alexia to “burp.” When she 
does, aim and nail her with brief sub- 
machine gun fire. When you attack, 
press and hold RI to aim, then fire. 
While firing, rapidly tap LI to track 
your moving target. Limit yourself to 
a few seconds of firing, though, be- 
cause you don’t want to get nailed by 
Alexia’s volcanic vomit. After receiv- 
ing several rounds of fire, Alexia gets 
pissed and vomits nine times instead 
of five. This is your cue to equip the 
linear launcher and go in for the kill. 


os ay. 


ioe 


Eventually, Alexia sprouts wings and 
the linear launcher on the west wall 


linear launcher into your itém inven- 
tory. The LL operates like the sniper 
rifle—when you aim, first-person 
view kicks in. However, forget about 
the linear launcher for now— in or- 
der to hit Alexia with it, you have to 
soften her up first. 


In her second form, Alexia 
vomits fire. Listen for a sizzling 
sound—after that, Alexia 
belches four “rounds” of fire 
on the ground. The fire is 
easy to avoid—keep 
moving. 
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Wait until after Alexia puke 
volcanic rounds, then aim a 
wait. The time to fire is rigt 
Alexia belches because she pau: 
briefly. When she hovers at a sta 
still, fire away. You should blow 
her/it/whatever to pieces. 
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hether you re randomly surfing the web or recklessly 
surfing the swingset, don't go halfway—go to gamepro.com! 


MATURE 


Black 1s filled with hidden cars and tracks. We show 
you where to find the keys that unlock them. 
By Major Mike (Special thanks to Dan Elektro) 


PRE RE REE EPI 


Special Attacks seecensceesesessenscesceessonssssssosssssseasssssensoes 


You can perform the following special attacks at any time if you have enough juice in your Energy Meter. 


Charged Mine: Tap>,€,chargeb Invisibility: Tap ¢,€¢, v, v Rear Weapon: Tap ¢,>, 4,12 
Note: Release © to drop the mine. lume: Simultaneously tap LI and RI seve i pea loaer te ai require 
Freeze: BET) *, v, tT Mine: Tap >, &, v Shield: Tap > 7 Jv 
e: ’ ’ ’ 
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You can unlock a total of five hidden cars. You can find any of the unlocked characters at the Choose a Vehicle screen. 


YellowJacket Warthog 
Level 1 of 8—Junkyard Level 2 of 8—Suburbs 


Sire 


Drop through the hole and find Wart- Axel is now a playable character. 
hog on a pedestal. Shoot the nearby 
panel to unlock the car. Manslaughter 


Level 5 of 8—Prison Passage 


This is the easiest hidden car to un- _ Drrive to the fairgrounds, face the 
lock. Simply shoot down the 747 that Ferris wheel, and turn left until you Axel 
circles over the junkyard (Homing see the rising smoke. 
missiles work best). : 


Ee Tete 


a 


Level 2 of 8—Freeway 


; 
sae ee 
; 
j 


= —— you're traveling on docks. Leave the 
Drive to the construction zone and _ ship, go to the dock, and face the front 
position your vehicle between the two __ of the prison bargef 
tall cranes. Your target is the control. 
box near the top of the crane. Arm 
a missile, back up a little bit, and —~ 
then quickly accelerate with a turbo 
boost. At the jump’s apex, launch | 
the missile—you should hit the con- 
trol bo x 


. ==zJ_ Speed toward the smoke. If you timed 
When the plane crashes, drive through __ it right, you should land on a roof with 
the fuselage wreckage until you reach a flat top. Look for a hole in the roof. 
the circular area. Shoot the console, 

and Yellowjacket is lowered to the 

ground. a 


CONTROLLER LEGEND ne 
Select Weapon (11) 4 Fire Weapon (12) oe can FO) 


| Select 
Weapon (R1) 


Rear View 


Brake. 

Tight Turn 
If you hit the control box, a crate will =e 
fall from the crane. Go to the box | a= 
and shoot it open. 6 
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Here’s where to find each Black Cube that unlocks a new multiplayer level. 


Elevators Power Plant 
Level 3 of 8—Highway Loop Level 6 of 8—Snowy Roads 


From that position, drive to the left 
and look for the blue containers. 
Shoot the container on the left—it 
should explode and reveal a ramp. 


Look for the partially raised draw- Locate ‘ie big idee, Jolly Joes nd 
bridge and nearby orb-shaped struc- _ then face it. 


tures capped with blue lights. 


Drive up the ramp. When you reach 
the top, blast the hull, and a secret 
door on the side of the ship opens. 
‘Go inside. 


Turn about 45 degrees to the left and 
advance until you reach the edge of 
the cliff. You should spot the Black 
Cube just past the edge of the cliff. 


Face the orb structures, then launch 
a weapon at them, preferably some- 
thing with an arcing trajectory. 


: : HEALTH PICKUP a 
Sewers 
Evel 7 of SRE i Lan see 


in the screen above. When you spot 
the billboard, shoot it to create a 
bridge to the next building. 


To play as Minion, finish Story mode 
with every car (including the hidden 
ones). After completing Story mode — However, don’t shoot the orb or let 

with the fourteenth character, a re- any of your opponents collide with it. 
ward screen appears and Minion be- Follow the orb until it hits a wall, ex- 
com >layable char ___ plodes, and creates a hole. 


you just created, stop, and turn left. 
45 degrees. 


~ Drive inside the hale to the right, you 
can find the Black Cube that unlocks 
the Elevator Level. 


Drive to the middle of the bridge that 


Hidden Multiplayer Levels «.....ccccccccccscccccccsscsccoses 


Accelerate forward and drive off the 
bridge (yes, it’s suicide)—you should 
collect the Black Cube on the way 
down. 


Skyscrapers . 
Level 8 of 8—Warhawk's Roof 


Fase the selling shine the tankers 
emerge from, and drive to the ledge. 
Change the camera view (press and 
hold Select, and then tap \) to the 
widest angle possible, and you should 
see the ane: 


Back up a little, then accelerate for- 
ward and off the edge of the building 
(yes, another suicide). 


You ‘cul collect the cube on the 
_ way down. Gr} 
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Submit your hottest Code Vault tips! Each month 

the reader with the winning tip will receive a produc 
from Capcom, which features such high-quality — 
games as Mega Man Legencs 2 for the PlaySta 
Runners-up receive a GamePro 1-shirt. 


CAPCOM 


GRAN TURISMO 3ASPEG ||| (75 


Professional Difficulty 


ZONE OF THE ENDERS 
Gain Extra Grip Strength in Metal Gear Solid 2 Demo 


During a game, move along the side of the ship and jump over the handrail to EVES EY GON: 
grab it. While hanging, press RI to go into first-person view mode, then simul- cw 2 
taneously press L2 and R2 repeatedly to do pull-ups. Perform 100 of these, 
taking breaks by pressing A when your grip gauge gets low. If done correctly, 
your grip gauge will take longer to deplete. 


ca oe 


= Normal 


Felix Melendez—Arlington, VA 


TWISTED METAL: BLACK Fe 


God Mode, Killer Weapons, and More At the main menu, select Arcade mode. At the Arcade mode screen, choose Single 
ar me t 1 - i Race, and then at the Level Selection screen, highlight ‘“Hard’’ Simultaneously 


press and hold LI and RI, and then press x. If done correctly, “Professional” 
will appear in place of “Hard.” 


@ for a very challenging competition. I POLYPHIONY 


@ For a very challenging competition. B POLYPHONY 


OF 


Unlock Boxers 
Enter the following codes during gameplay and not while the game is paused. To CcHaAMp 1OMcH) P 


turn off any of the cheats, simply input the code a second time. : 
SURVIVAL 


God Mode: Simultaneously press and hold LI, L2, RI, and R2, and then 
press Up, x, Left, O. If you entered the code correctly, the words “God Mode OPT lOys 
On’ will appear at the top of the screen. You'll be invincible and have unlimited =F 
special weapons. 


EMTER 
PASSHORE 


Killer Weapons: Simultaneously press and hold LI, L2, Rl, and R2, and Unlock Michael Jackson: At the main menu, highlight “Arcade,” 
then press X, X, Up. If you entered the code correctly, the words “Killer and press Left, Left, Right, Right, Left, Right, and 
Weapons On” will appear at the top of the screen and then you can kill enemies — then simultaneously press L and R. If you entered 
with one hit of any weapon. the code correctly, the crowd will cheer and Michael 
Jackson will be available at the boxer select screen. 


Mega Guns: Simultaneously press and hold LI, L2, RI, and R2, and then 
press X, X, A. If you entered the code correctly, the words “Mega Guns On” Unlock Rumble Man: At the main menu, highlight 
will appear at the top of the screen and “Arcade,” and press Left, Left, Right, Left, Right, Right, 
your machine gun will be more powerful Left, Right, Left, and then simultaneously press L 
than before. and R. If you entered the code correctly, the crowd will 
| cheer and Rumble Man will be available at the 
aan boxer select screen. 


Weapons for Health: 
Simultaneously press 
and hold LI, L2, Rl, 
and R2, and then press 
A, X, LU, O. If you entered 
the code correctly, the words 
“Weapons For Health” will 
appear at the top of the 
screen and you'll lose some 
energy but gain some spe- 
cial weapons. 


Unlock Shaquille O'Neal: At the main menu, 
highlight “Survival.” and press Left, Left, Left, 
Left, Right, Right, Left, Left, Right, and 

then simultaneously press L and R. If you entered 
the code correctly, the crowd will cheer and Shaquille 
O’Neal will be available at the boxer select screen. 


ra 


GAMEPRO OCTOBER 2001 : ee WWW.GAMEPRO.C a 


PITFALL: THE MAYAN ADVENTURE a 


All Weapons and ee Movement 


At the VS. screen, press [1], A, O, to change the three icons under your team. All Weapons: At the main menu, press L, Select, A, Select, R, A, L, Select. 
The numbers in the following list indicate the number of times each button should __If you entered the code correctly, the screen will read “Forest |.” Start at any 
be pressed. After the icons have been changed, press Up to enable the cheat. If level, and during the game simultaneously press Select and B for 99 of 
you entered the code correctly, the name of the cheat will appear. For example, each weapon. 

to enter |-2-3-4, press L] once, A twice, O three times, and X four times, 
then press Up. 


Free Movement: At the main menu, press L, Select, A, Select, R, A, L, 
Select. If you entered the code correctly, the screen will read “Forest |.” Start 
Cheat L A O x at any level, and, during the game, press Select while pressing the directional 


oy SS eee : pad in any direction to move freely through the level. 
4 4 4 
0 0 | lo 
- 2 . 
| | 0 0 eS AU 4 
2 | 3 0 |_| PLAYER STATS q 
7 7) 3 0. } OPTIONS | : 
i = ea —- ae PRESS ROO! = 
| 3 4 2 = — oh 
enn. Senne NR eS CHEATS a 
Mad Handles 3 2 | 0 | a 
MedeweGa = DT fren CODE ool? RY Xe] (DIO MN 
Bic a 3 0 | 0 r 
No © Aly. Oops: | “3 4 - 2 ft 
At the Main Menu, select Options, and at the Options screen, choose Cheats. 
At the Cheats screen, enter the following codes to unlock these cheats. If you 
entered the code correctly the name of the cheat will appear onscreen. 
Big Heads: Press R2, RI, x, 0, 0, O. 
Thick Fog: Press A, (J, LJ, L2, LI, R2. 
SELECT DRIVER SELECT DRIVER 
PLAYER | MGQr ta mmmeNL ct PLAYER | JACQ mG, ct 
Hidden Cars: At the Select Driver screen, press LI. If done correctly, three new 
cars will be available. 
Hidden Drivers: At the Select Driver screen, press RI. If done correctly, five : 
new drivers will be available. BS 
s 
James Ngo—Daly City, CA 3 
a 
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e ra Modes, Unlock All Cars, a 


eS iss 3 a ee 


“INPUT CODES INPUT CODES 


ena eae : Hite, en 
‘ee 7 CODES MENW } Py Capes MENLI x 


oc: > fF: oo a) eS MN feb teh waaee | Re oat ck Wes! lacy cues eee” poee 
A A SR AN ap gS tv WM Y Zz 
CLEAR ERASE ENTER DONE | CREAR ERASE ENTER DONE 


SHWRM 


ALL PLANES 
ON 


vat nie: 
@ PACK @ OK 


At the Game Setup screen, select Input Code. At the Input Codes screen, enter 
any of the following codes to unlock the following cheats. If you entered the code 
correctly, the name of the cheat will appear onscreen. 


Extra Mode 1: At the title screen, simultaneously press and hold L and R, 


satis and then simultaneously press Right and B. If you entered the code cor- 
rectly, you'll hear a chime and Extra Mode | will be available at the main menu. 
QDDMG Extra Mode 2: At the title screen, press and hold L and R, and then simul- 
” taneously press Left and B. If you entered the code correctly, you'll hear a 
ere ; chime and Extra Mode 2 will be available at the main menu. 
Bomb Ball Opus: aia Unlock All Cars: At the title screen, press and hold L and R, and then simul- 
7: ap a taneously press Up, Left, and B. If you entered the code correctly, you'll 
hear a chime and all cars will be available. 
Double Bux: KCHNG 
Unlock All Tracks: At the title screen, press and hold L and R, and then simul- 
taneously press Up, Right, and B. If you entered the code correctly, you'll 
Fast Planes: STBLT hear a chime and all tracks will be available. 
: Unlock All Tune-Ups: At the title screen, press and hold L and R, and then 
_ simultaneously press Down, Right, and B. If you entered the code correctly, 
Free ECM: SMRTRL you'll hear a chime and all tune ups will be available. 
Bobby LeRoy—Hilton, N.Y. 
Half Damage: CHNKY 
Invulnerability: MRCHBB Unlock Characters 
Lots of Bux: WRCHST B c DEGHS K LH 4 
3 PQRSTVAHXY2Z 
pen ++ 0K, 
No WDL Tax: SWSSBNK — 
Overlords: CRNFX 


At the main menu, choose Options, then at the Options menu, select Password. 
Spin Shots: SPNNY At the Password screen, enter HGQM as a password. If you entered the password 
correctly, the screen will read, “Correct.” Start a game, and Woodstock, Pig Pen, 
and Marcie will be available. 


Thick Armor: FLYNGTNK 


Vampire Mode: 
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Level Passwords 


At the main menu, select Start Game, then choose Continue to access the password 
entry screen. Enter any of the following passwords to unlock the corresponding 
level. If you enter the password correctly, you'll automatically begin that level. 


Cove Causeway: XDKV 
Ice Trial: DHCV 
Atlantis Internal: JMFIJ 
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you entered the code correctly, you'll hear a sound. Select Options, then choose 
Bonus Items, and all bonus items will be available. In addition, you'll have unlocked 
all police cars and weapons in Free Patrol mode. 


Level Select in Free Patrol Mode: At the Main Menu, press Down, Up, L2, LI, 
x, A, R2, RI. If you entered the code correctly, you’ll hear a sound and all levels 
will be available in Free Patrol mode. 


Mission Select in Single Mission Mode: At the Main Menu, press Down, Up, 
Left, Right, x, A, O, U. If you entered the code correctly, you'll hear a sound 
and all missions will be available in Single Mission mode. 
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At the main menu, select Password. At the Password screen, you can enter 
6YBBQBBBCBEF as a password. If you entered the code correctly, you'll hear a 
sound. Start a game in Practice mode, and the Dirt Jump courses will be available. 


STAR WARS SUPER BOMBAD RACING 


Cheat Code 


Backward Facing Mode 
enabled! 
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At the main menu, enter any of the following codes to activate these cheats. If 
you entered the code correctly, the name of the cheat will appear onscreen. 


All Death Star Mode: Press RI, RI, RI, Rl, Up, Left. 

Backward Facing Mode: Press L2, L2, L2, L2, O, Select. 

Grrl Power Mode: Press Down, Select, Up, Select, Left, Right, Select. 
Slip-n-Slide Mode: Press Left, Right, LJ, O, LI, L2. 


Super Arena Mode: Press Up, Up, Down, 
Down, Left, Right, Left. 


Super Honk Mode: Press ©, O, O, O, L2, 
Select. 


Super Speedy Mode: Press L!, LI, LI, 
Li, Kz, Ll, 


Super Spinning Mode: Press Up, Left, 
Down, Right, Left, Up, Down. 
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At the Game Setup screen, select Input Codes. At the Input Codes screen, enter At the Course Select screen, after choosing whether or not to enable Shift 
any of the following codes to unlock the following cheats. If you entered the code Assist, press and hold RI until the race is loaded. If done correctly, you'll see 
correctly, the name of the cheat will appear onscreen. a hanging ornament when you switch to first-person view mode. 


SONIC ADVENTURE 


Hidden Artwork 
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Insert the game disc into the CD-ROM drive of your computer. When the disc 
icon appears on your desktop, choose it, and then open the folder entitled 
“Extra” to find hidden artwork from Sonic Adventure. 


Travis Colon—Elizabeth, N.j. 


All Weapons, Big Head Mode, and Infinite Ammunition 


Successfully complete and save the game. Load a new game from the saved game 
file. When the opening cinema ends, Rain will walk off and you should see a 

small control panel on the left wall. Walk over to it, then choose the Use option. 
Enter any of the following codes to unlock these cheats. If you entered the code 
correctly, you'll hear beeping. 


RA=NEXT BSRREVIDUS STRRT=e2ur 


At the main menu, select Password. At the Password screen, enter *G4LL3RY* 
as a password. If you entered the code correctly, you'll automatically go to the 
game's art gallery mode. 


Big Head Mode: 10397 
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Sega is ’ Mic e. Sega, Dreamcast, the Dreamcast logo, and Ooga 
Bogga are either registered trademarks. or trademarks of SEGA Corporation or Sega of America Dreamcast. Ine. 
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